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Camaraderie. Brotherhood. 
Sportsmanship. That’s what 
NBA Shoot Out '97 is all about. 
Oh, victory has its spoils, but 
they're not as rewarding as the 
Shared fellowship one feels 
after capping off a drive to the 
hole with a towering Tomahawk 
Jam. Particularly when you're 
jammin’ on Ewing, Malone or 
Olajuwon. And now, with revolu- 
tionary Icon Passing; you can 
execute pinpoint passes that 
would make Payton, Kidd or 
Hardaway jealous. Plus, new 
motion capture will make all 
your moves appear much, much 
smoother. And faster. So if 
you're going to demonstrate the 
pump fake, fade-away jumper 
or the flying windmill, you'll want 
to perform them over and over 
again so students of your game 
don't miss any fine points. 
NBA Shoot Out ’97. Don’t let 
it mess with your head. 
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EXNEWS: Page 14 


RE goes Hollywood, Sony sells more 
and more, Acclaim gets Farve to join 
the ‘Club’ and Tomb Raider 2, oh my. 


EXECUTE: Page ec 


You want codes? We got codes, mister. 
Black Dawn, Bubble Bobble, Formula 
1, Jet Moto, NBA Live ‘97, Ten Pin Alley, 
Madden, and more! 


EXPLORE: Page 34 


This month we introduce a new section 
covering the cool new black PlayStation 
called Yaroze. Read all about it, then go 
make some games, okay? 


EXPECTING: Page 40 


Games, games, games. This month we 
feature several games created by pro- 
fessionals with your child’s safety and 
comfort in mind. 


EXTREME: Page Sc 


Namco does it again with yet another 
mind blowing racing experience. With 
your. permission, we’re just gonna go 
right ahead and plaster it all over four 
pages of our humble pub. 


EXRATED: Page 5b 


Here we go! 22 pages of uninterrupted 
attitude. Once again we present our opin- 
ions in an easy to read, pleasent to touch, 
fresh smelling format with not even a 
hint of goat smell. . 


EXPORT: Page 74 


This month we take an exclusive look at 
' two foreign games! 
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Pac-Man, Pole Position, Dig Dug, 
Xevious, Galaga, Ms. Pac-Man, Assault, 
Tekken, Ridge Racer — titles that are 
instantly recognizable by anyone that has 
ever played an interactive game. 

And the hits just keep on comin’ ... This 
month's cover features the latest 'Gold' 
product from San Jose, California-based 
Namco Hometek. To say that the publisher 
has a Midas touch is an understatement — 
next to Sony and Electronic Arts, there has 
been no publisher as prolific as Namco in 
the North American market over the past 
two years. What makes this accomplishment 
even more amazing is that Namco has 
managed to do it on ONE platform (guess 
which one?) — at a time when most 
publishers are struggling to justify multi- 
million dollar product development budgets 
by spreading the games over multiple 
platforms. Namco has succeeded with the 
classic, tried-and-true formula of developing 
software for the arcades first, seeing how 
they do and then bringing them home. The 
amazing thing about their work on the 
PlayStation is that they've actually 
IMPROVED their hit arcade games and 
made them even deeper, and more playable, 
on Sony's machine. Check out this list; 
Tekken, Ridge Racer, Tekken 2, Ridge 
Racer Revolution, Soul Blade (Soul Edge 
in the arcades), Rage Racer and (coming 
soon) Time Crisis — not to mention the 
Namco Museum series and a number of 
new titles, including Tekken 3 and a new 
Pac-Man game, coming to the PlayStation 
in 1997. Over the past two years, the hits 
have far out-numbered the misses — but it 
wasn't always this way. 

In the late '80's and early '90's (read: 
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the 16-bit era), Namco had very little impact 
on the home console marketplace. While 
titles like Quad Challenge, the Final Lap 
series, Winning Run, Suzuka 8 Hours, etc. 
were doing well in arcades, the technology 
didn't exist in the home to allow Namco to 
sell their advanced-technology product on 
Genesis or SNES. Instead, Namco delivered 
games like Battle Cars (D’oh!) and watered- 
down versions of Quad Challenge (Genesis) 
and Suzuka (SNES). 

Namco sort of stumbled along the path 
as they sought to compete in a gaming world 
dominated by character-based action games 
and sports games — neither being Namco's 
expertise. They were a company with great 
technology looking for a break in the US. 
home market. 

Then, along came Ken Kutaragi and 
the PlayStation hardware design — modeled 
after Namco's own arcade technology — 
and the launch of the PlayStation with its 
flagship title, Ridge Racer. I can still recall 
getting my hands on the Japanese hardware 
when it was released in November, 1994. 
The idea that I was actually playing a game 
that represented the most advanced arcade 
technology, at the time — on a home system 
that was going to sell for $200,-was more 
than I ever could have dreamed of when | 
was plunking down $300 for my 
Intellivision in 1980. 

The rest continues to be new history. 
As far as Rage Racer is concerned, it's hard 
not to be addicted to this game. Everyone 
in the office has been playing it since it 
came in and it looks like Namco has added 
another notch to their belt, but I'll let Eric 
tell you_all about it. 
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This rugged and mighty off-road 
behemoth can conquer any terrain. 


Well balanced off-road ability and on-road 


handling keep the Jeep in every race. 
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Quick and agile, this V8-powered 
import can negotiate the tightest 
spots due to its compact stature. 


Extraordinarily powerful and surprisingly 
controllable-a true off-road monster! 


Conquer The World's 
Most Wicked Terrain! 


E RACE, 
EAGUES, 


View the action from 
any of 9 camera views 
selectable on the fly! 


“,.dike Need For Speed™ in an off-road environn 
—Computer Gaming World 


Test Drive is a trademark of Accolade, Inc. © 1996 Accolade, Inc. 
To order direct call: 1-800-245-7744 All rights reserved. Developed by Elite Systems. The Land Rover 
name and logo are trademarks of Rover Group Limited used 
under license. Hummer and Humvee are the registered trade- 
marks of A.M. General Corporation. JEEP and Jeep grille design 
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~ THE FATE OF THE WORLD 
Io IN YOUR HANDD: 


You’re in the cockpit against Earth’s deadliest menace in this high-tech flight-based 


game with blazing arcade thrills. Battle alien attack fighters as you obliterate the 


City Destroyers deployed overhead by the massive Alien Mothership. As your 


mission progresses from city to city, you fly faster and more heavily-armed planes, 


from the F-18 Hornet to the captured alien fighter from Area 51, building to a 


death-defying climax in a whiplash-paced assault inside the Mothership! 


Fly over 15 of the hottest fighter 
planes including F-18s, Soviet 
MiGs and Alien Fighters. 


PlayStation 
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Blast your way through over 

a dozen missions that take 

you from the Grand Canyon, 
to Tokyo, to Paris. 
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Multi-player capabilities provide 
head-to-head combat. 
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Hey PSExtreme, 


Pardon the shouting (I just got back from a 
Marilyn Manson concert!), but I just want- 
ed to applaud your great year-end awards 
issue. It's good to find a magazine that gives 
more credit to Tomb Raider than to Mario. 
Lara's quite the fancy lass, she is! But I do 
have a few minor things to get off my chest... 
1) Twisted Metal & as game music of the year? 
For shame! You didn't even give attention 
to the great soundtracks from Skeleton 
Warriors and Spot Goes to Hollywood! At least 
give them a listen... 

&) I can understand the hatred you have 
towards Samurai Shodown 3, since it is such 
a pile anyhow, but King of Fighters '95? You 
must be joking. It's got the most fluid ani- 
mation I've seen and, despite the loading time 
and Ben's commentary, it's chock full of 
superb gameplay and combos (yes, it has com- 
bos!!). 

}) In his year in review, Greg said he was 
making donuts. What kind? 

4) Whatever happened to Capcom's Buster 
Bros. Collection and Interplay's Earthworm 
Jim? Shouldn't they have come out eons ago? 
5) Soul Blade is on its way. So I must ask — 
is Namco at work on a home conversion of 
Time Crisis? I hope so... Project Horned Owl 
just ain't shakin' the sheep, if you catch my 
drift. 

6) Zach. The challenge isn't in naming the 
three worst PSX titles of the year — it's try- 
ing to name the three worst PSX titles of 
the year without mentioning an Acclaim title. 
Try to take on this dare. 

7) Quick question — any news on Warhawk 
e or Discworld 2? 

8) Where's my strawberry milk? I've been 
looking for it for two days and I can't find 
it anywhere! I've had to live off chocolate milk 
since I lost it! Oh, the horror, the horror... 
Well, here's to more of your great stuff in 
1997. Now, if you'll excuse me, my home lobot- 
omy kit just arrived and I must get to work. 


Mr. Loud!! 
Loudville, IL 


PS. You got a letter from Jenny McCarthy? 
Now why's my wife hitting on you? 


1) Great feedback, thanks. 

©) Great feedback, thanks. 

&) Chicken. 

4) Buster Bros. is finally coming out in March. 
Earthworm Jim 2 was only released in Europe. 


NOTES FROM THE (CUTTING) EDBE 
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5) Yep, they are even making their own gun 
for it. 

6) Zach says: Street Racer, Sim City 2000 
and Casper. 

7) Discworld 2 is in this issue. We’re heading 
out to SingleTrac as you read this to get the 
goods on Warhawk 2. 

8) Listen buddy, we don’t want to know about 
your sick dairy fantasies. Chickens are the 
only non-gaming topic approved for discus- 
sion. 


Dear PSExtreme, 


I recently spent 60 bucks on the Crystal 
Dynamics RPG, Legacy of Kain. It sounded 
awesome, the ads said 160,000 screens of 
adventure, 25 minutes of cinematics, and 120 
hours of gameplay. That's where I am con- 
fused. What is the definition of gameplay, 
because I beat this game in 12 hours. That's 
108 hours of missing time. 

Kither I was abducted by aliens or Crystal 
Dynamics has some explaining to do. Am I 
the only person who noticed? Every review 
I have read has totally ignored this short- 
coming. Please tell me what is going on. 


Thanks, 
Casey Jarman 
Florence, OR 


P§. If you don't answer this, I will assume 
you are in on the scandal. 


It won’t work. You can’t intimidate US into 
printing your letter. We saw that ad. It does- 
n’t say 120 hours of gameplay. It says 100 
hours. Who’re you trying to fool? 


Dear PSExtreme, 


I have rented Jet Moto for the PlayStation 
and while playing the extra levels (by com- 
ing first in an expert tournament) I noticed 
some familiar music from Twisted Metal 2, 
the same exact music off of Los Angeles is in 
the snow levels of Jet Moto. Also, when you 
fall off a cliff in JM it makes the same sound 
when a person gets blown up in TM2. Now, 
I know that Single Trac made both of the 
games but don't you find this a little cheap? 
I have always respected Twisted Metal and 
Single Trac and I know you probably think 
this is a little childish but it just makes me 
mad that they do this. I wouldn't do it if I was 
making a videogame (1 wish). Anyway, could 
you give me the address to Single Trac so I 
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can forward this to them or forward it for 
me? 
Thank you for reading this. 


Craig Allen # 


Single Trac was probably not being cheap #% 
when they used sounds from Twisted Metal # 
g, it’s more likely that they were trying to ##*-—— 
give you a hint, but feel free to ask them your- 7 
self: _ 


Single Trac Entertainment Technologies 
165 South Main Street 
Salt Lake City, Utah 94111 


Dear PSExtreme, 


My PlayStation is in the shop because I played 
my PlayStation on carpet. First I am told by | 
your magazine that only "older" modules 
overheat and now I read that all PlayStations 
“must be kept cool". The folks at Sony say 
now that I should even turn the unit off every 
couple of hours even if it is well ventilated | 
for your eyes (yeah, right) and so that the 
PlayStation can cool. : 
I think that PlayStation overheating is a major | 
product defect and SONY should replace heat 

damaged units free of charge. I hope any 

future PlayStation designs would include a_ 
built-in means for the PlayStation to "keep it 

cool". 

Despite all this I'm still enjoying your mag- } 
azine and will renew my subscription. 


Bi 


Sincerely, 
George Goolsby 
Lee's Summit, MO | 


After getting your letter and many others, | 
we decided to put Sony to the test. We anony- # 
mously called Sony's technical support line #& 
at 1-800-345-7669. We told them we had a 7 
PlayStation that started skipping and freez- i. 
ing after being on for a while. After the tech- 7 
nician exhausted the cooling possibilities, ; 
he gave us an address to send our PlayStation | 
to for repair or replacement. Until we hear ' 
that Sony refuses to fix a overheating 
PlayStation, we consider this matter resolved. #ie 


Address all mail to: 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
e-mail: dd@quake.net 


DESTINY 


Move wherever you want, 
whenever you want. Get advice, 
ask questions. Or just walk away. 


Konami® presents Broken Helix™. Brought to you in incredible Real Time 4-D. Where there’s no right way - or wrong 
way to accomplish your mission. You’ be got to ask questions first and shoot later. Or you just might end up 


whacking the only guy with the inf n you need to get out alive. But don’t take too long, or you'll end up 
~ becoming alien luncheon meat. Broken Helix Hors Bruce Campbell as Jake Burton, the marine commando explosives 
expert assigned to find out why scientists re threatening to blow up Area 51, (yes, that Area 51) and to stop the 
mutated aliens from escaping. Either by curin m, or by destroying them. Or you 
might choose another scenario, that has you » into an alien - human hybrid. Or 
perhaps you feel like being an evil scientist th 4s around. The choice -and the 
outcome, is totally up to you. So enter the w oken Helix, where the only 
sure thing t is that there are no sure things. wi ‘a 


poo : | - Broken H a bs 


www.konami.com 


of Konami Co., Ltd. Konami® is a registered trademark of Konami Co., Ltd. PlayStation and the 
of Sony Comptes. Gatertalament Inc. G1997 Konami of America, Inc. All rights reserved. 
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ACTIVISION. 


INTRODUCING THE ALL-NEW MECHWARRIOR®2 
ARCADE COMBAT EDITION. 


REBUILT FROM THE GROUND UP. 


MechWarrior® 2 is coming. Featuring true 3-D 
simulator styling, yet customized for the console. 


It’s the first combat simulator totally redesigned 


to bring you ultra-fast shooter-style gameplay. 
From #1 in its class — to #1 at hauling chassis, 


its groundbreaking design leaves PC ports behind. 


No wonder the all-new Arcade Combat Edition of 


MechWarrior® 2 is turning heads — into shrapnel. 
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31ST CENTUR COMBAT 


ARRIVES MARCH 28TH 


48 missions with awesome power-ups Ultra-fast gameplay packed with 
including Stealth and Invincibility! lethal missiles and ‘Mechs! 


Advanced tactical artificial intelligence 
and stunning 3-D texture-map ping! 
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er" to be sure that they are compatible with the Sega Saturn™ System 


Activision is a registered trademark of Activision, Inc. © 1995 - 1997 Activision, Inc. MechWarrior, BattleTech, BattleMech and Mech are registered trademarks of FASA CORPORATION. © 1995 - 1997 FASA CORPORATION. PlayStation and 
5 o ? 
the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All other trademarks and trade names are the properties of their respective owners. All nghts reserved 
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RESIDENT EVIL GOES 
HOLLYWOOD — LET’S 
DO LUNCH, ENRICO. 


This just in — Capcom has agreed with 
Bernd Hichinger and Constantin Film to 
bring the gruesome goo-fest Resident 
Evil to the big screen. The screenplay 
will be written by Alan McElroy (Die 
Hard 4, Spawn), and will have all the 
suspense and horror of any good thriller. 
No word if Jean-Claude Van Damme 
is interested in a role, although Zach is 
contemplating a career change. Vincent 
Price would have been good for a role, 
but we hear he is unavailable. An offi- 
cial release date hasn’t been set, but 
look for it with the release of Resident 
Evil 2 (December?). 


SONY SELLS LOTS AND 
LOTS AND LOTS 


Sales figures for the fourth quarter show 
the U.S. installed base of Sony 
PlayStations has topped three million 
units. During this same quarter, which 
also saw the release of the Nintendo 64, 
1.46 million PlayStations found their 
way into new homes, along with 6.36 
million software titles, totaling over 
$650 million in sales for Sony for the 
fourth quarter. In the month of 
December alone, PlayStation brand hard- 
ware and software AVERAGED $13 mil- 
lion a day in sales. Kaz Hirai, COO of 
SCEA summed it up by saying “...(these) 
sales figures make us the far-away 
leader in the next generation video game 
market.” All we can say is “wow”! 


ACCLAIM GETS FAVRE 
TO JOIN THE CLUB 


“It’s an honor to be selected as Acclaim’s 
featured quarterback in NFL 
Quarterback Club ‘98,” said Brett Favre, 
quarterback and MVP of the Superbowl- 
winning Green Bay Packers. Favre fol- 
lows other legendary quarterbacks, 
Steve Young and Dan Marino, as the cur- 
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rent spokesperson for Acclaim’s foot- 
ball series. As part of the agreement, 
the quarterback will appear on the 
game’s packaging and advertising and 
appear at special events on behalf of 
the game, as well as contribute input to 
the game’s development. Favre con- 
tinued, “I look forward to working with 
the Acclaim sports team to create the 
best football game ever.” Ah, and we 
thought athletes only wanted to be movie 
stars and rap singers. 


INTERPLAY 
ANNOUNCES ‘97 
SOFTWARE LINEUP 


Interplay Productions (Loaded, Descent, 
VR Golf) has announced a lineup of over 
18 software titles for release during 
1997. Among the PlayStation titles are 
Star Trek: Starfleet Academy, Norse by 
Norsewest: The Return of the Lost 
Vikings, Wild 9, Clay Fighter Extreme, 
VR Baseball ‘97, Red Asphalt, Caesar’s 
World of Gambling, and Hardwar. Star 
Trek is a flight simulation where you 
come in as a cadet and try to leave as 
an officer. Along the way, you’ll receive 
support from Captain Kirk, Mr. Chekov, 
and Sulu (no, I usually won). Norse by 
Norsewest finds those “wacky” vikings 
at it again, traversing through 31 humor- 
ous levels (five new time periods) of 
puzzle solving and adventurous may- 
hem. Wild 9, by Shiny (Harthworm Jim) 
is a 3-D action/adventure that finds the 
gamer trying to save the galaxy from, 
what else, destruction. Clay Fighter 
Extreme is the clay character fighting 


kidding. VR Baseball ‘97 is previewed 
elsewhere in this issue. Red Asphalt 
(wasn’t that a scare-you-straight dri- 
vers’ ed. film?) looks to be a “futuristic 
racing game with scorching weapons 
and a bad attitude.” Well, we’ll be the 
judge of that, won’t we? Caesar’s World 
of Gambling is a straight forward enough 
kind of title, don’tcha think? Hardwar, 
by Gremlin, features 360° movement in 
a 5-D rendered futuristic city. It’s non- 
linear game that won’t ever, ever, ever, 
play the same way twice. 


BRUCE WILLIS SIGNS 
BIG DEAL WITH 
ACTIVISION “CATS” 


In yet another example of a rich dude 
getting richer, Bruce Willis (Die Hard 
Trilogy, Moonlighting, Demi’s husband) 
reached an agreement with Activision 
(Mechwarrior 2, Fishing Derby) to star 
in the upcoming game “Apocalypse.” The 
title marks the first time that an origi- 
nal creative property has been designed 
specifically for an actor of Willis’ mag- 
nitude, according to Activision. Willis 
will star as the game player’s partner 
(a la Lethal Weapon, if you will), a kind 
of ‘virtual partner’, as it were. Said Willis, 
“When these cats from Activision showed 
me the new graphics and interaction of 
this software on Apocalypse, I was blown 
away. There is nothing on the market 
like it. All other games immediately 
become obsolete. I’m proud to be work- 
ing with Activision on our new game 
Apocalypse.” And we thought Bruce only 


In the nightmarish world of 
the Swagman, members of 
the Dreamflight are being _ 
held captive. The twins f 
Zack and Hannah need 

your help to make the 
night safe again for 
happy dreams. 


“Ste " 


Explore the eerie hous 
of the real world and 
learn the bizarre secre 
of the dream world w 
Zack and Hannah in 6 
massive levels of advent 
with 16 graphically inten: 
3-D settings. 


. : "Swagman is 
‘a eye-popping!" 


‘ -GameFan 


“Swagman’s dream-like 

| graphics and involving 

_ gameplay will capture the 

player’s imagination!” 
-PS Extreme 
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www. eidosinteractive.com 


SWAGMAN, CORE and Eidos interactive are tradedlaniter E!DOS, PLC. © 1997 EIDOS. The ratings icon i$ a trademark of the Interactive Digital Software Association. Eidos Interactive. 303 Sacramento St.. San Francisco, CA 94411 


For Swagman hints and tips: CALL 1-900-77EIDOS $.95 per minute / Must have touchtone phone / If under 18, must have parent's permission 


played with Demi’. The action/shooter 
utilizes a proprietary animation system 
and engine technology that Activision 
has been developing over the past two 
years. Fantastic special effects, silky 
smooth animations, and arcade style 
game play are promised for this Fall 
release. I’m sure we’ll hear from Bruce 
again later. 


LOOKING FOR LARA — 
GREG HOPS THE POND 


PSExtreme’s own Editor-in-Chief and 
resident donut maker recently jetted 
over to merry ol’ England to visit with 
Core Design Limited, courtesy of Eidos 
Interactive, in order to get an early look 
at their healthy ‘97 lineup of PlayStation 
titles. First out the door will be Swagman 
(as previewed in February’s EXPecting 
section), which is due in March and can 
be best described as a cartoony Zelda- 
ish adventure. Then, if things go accord- 
ing to plan, Eidos should have a 
threepeat on their hands, with Ninja due 
out in September, Judgement Force 
(working title) in October and — hold 
your breath — Tomb Raider @ in 
November... Okay, you can breathe now. 
Ninja is a 5D action game with heavy 
influences from titles like Shinobi, Rygar 
and Ghosts ‘n’ Goblins. Although it’s still 
in its infancy, the game is looking sharp, 
with a smooth 3D engine that, unlike 
Tomb Raider, restricts you to a more lin- 
ear path, but keeps the action decided- 
ly frantic. Next is Judgement Force, an 
old-school-style fighting game with slick 
SD graphics that is more than a little 
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reminiscent of Sega’s Streets of Rage. 
This game looks hot and is going to be 
a major contender for your gaming dol- 
lar this coming Holiday season. And last 
but certainly not least, Tomb Raider 
2, Which will definitely live up to its pre- 


decessor. This 
time around 
1 Lara is shooting 
it out with a mys- 
terious cult 
throughout loca- 
tions raging from 
| the Great Wall of 
China, to the city 
1of Venice. One 
level, in partic- 
ular, has her 
making her way 
through a sunken, upside down ship. 
Although the game’s engine remains 
basically the same, Lara will have some 
new moves and weapons at her disposal. 
These include the ability to climb ropes 
and chains, as well as scale walls, hand 
over fist — mountain-style, crawling 
through tight spaces, and the ability 
to kill enemies underwater with the addi- 
tion of a harpoon gun. One of the other 
little details the program- 

mers want to 
include is dif- ~ 
ferent costumes 
for each level. We’re 
hoping for the 
“thong-clad Lara on 
the beaches of St. 
Tropez” level our- 
selves. Believe us, 
you'll be reading — 
and seeing — plen- 


4 
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ty more coverage on all of Hidos/Core’s 
amazing products in the month’s to 
come. 


SONY DELIVERS 
VIBRATING ANALOG 
‘JOY’ PADS INTO THE 
EAGER HANDS OF 
GAMERS EVERYWHERE 


While we were visiting Sony Computer 
Entertainment’s hallowed halls to wit- 
ness the Yaroze in action — see the fea- 
ture article in this issue — we also got 
a chance to mess around with Sony’s 
T_T, a Or kK-in- 
progress ana- 
log pad. The 
hardware we 
manhandled 
was a 
PlayStation pad 
with two quite 
noticeable additions. Addition #1 is two 
analog control pads, placed a thumb’s 
reach from the regular D-pad and the 
four action buttons; the pads can also 
be pushed down, working as two extra 
buttons. Addition #2 is a mechanism 
inside the pad which adds limited force 
feedback to specially programmed 
games. If you’re playing a driving game 
and you run into a wall, the control pad 
thumps with the impact; if you’re play- 
ing a fighting game and get smacked 
upside the head, the control pad jolts. 
(we were considering making a taste- 
less joke involving force feedback, the 
10-hit combo in Tekken 2, and your girl- 
friend, but this is a family publication, 
so we won’t go there.) At this early stage, 
the jolt is kinda wimpy, feeling more like 
the “vibrate” mode on a pager than a 
full-fledged whack, but lida Says it’ll 
have a lot more 
kick by the - 
time it ships. BF ; 
No word yet on ¥ 
when we can] 
expect to see it | | 
on the retail 
shelves. 


Thixd time's a charm, 
I yon considex death charming 


° 10 all new arenas, and this time they’re enclosed. 
¢ 30 characters. 12 completely new, each armed with their own deadly weapon. 
* Select from an unbelievable 30 frames per second or an even faster 60 frames per second. 
* Unique save/ranking feature holds your place between matches. * 2 player mode. 
* Dozens of brand new fighting combos. * Improved game and control dynamics. 


http://www.playmatestoys.com 


= —4 PIE™ is a trademark of Playmates Interactive Entertainment. Battle Arena Toshinden 3 and its characters are trademarks of 611 Anton Bivd., Suite 500 
Takara Co. Ltd. ©1997 Alll rights reserved. Licensed by Sony Computer Entertainment America for use with the PlayStation Costa Mesa, California 92626 


PlayStation game console. PlayStation and PlayStation logos are trademarks of Sony Computer Entertainment, Inc. (714) 428-2100 


TOP 10 BEST SELLING PLAYSTATION TITL 
RANKED ON UNIT SALES 
DECEMBER, 1996 


** 


last month 


last month & 


last month 1 


last month 2 


M=SELECT Ol = MAIN ME PREVIOUS 


NBA Live ‘97 NFL Gameday ‘97 Tomb Raider Twisted Metal 2 Madden ‘97 
Electronic Arts Sony Eidos Sony Electronic Arts 


$ $ $ $ 
average retail price 5 2 average retail price 5 2 average retail price 5 3 average retail price 5 average retail price $ 5 2 


* % 
q O last month 


Tekken Crash Bandicoot MK Trilogy Jet Moto 


Namco Sony Electronic Arts Midway Sony 
average retail price $ 5 2 average retail price $ 5 a, 


average retail price & 5 average retail price 5 | average retail price 5 1 


‘ethos SNES eRe NR eS 


Source: NPD TRSTS Video Games Tracking Service * 9,450 outlets across the U.S. 
900 West Shore Road, Port Washington, NY 11050 
(516) 625-2294 ** Not in Top 10 Last Month 
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BIG PRIZES! 


Each month we’ll pick the best code sent 
in by our loyal and intelligent readers 
and send that person a brand spankin’ 


WITH 
PLAYER STRIKES, 


PlayStation, King’s Field Il (that’s right, 
II, the sequel is ready!) or, if fighting’s 
your thing, ASCII’s SpecializedStick Cyou 
decide.) But wait! That’s not all: if you 
act now, we’ll also include ASCII’s super 
stylish SpecializedPad for the 


PLUS twelve (12) free issues of the best, 
the only, monthly dedicated PlayStation 


| magazine, PSHxtreme, of course! Whoa! 
That’s a lot of cool stuff for just a code; 
what are you waiting for? 


Congratulations and thanks go to th s : 


of woman. Your goodies are on route vi 


FREE AGENGY, . 

AND CONTRACT == 
ISPUTES, «se 

JUST HOW BRIGHT 

OF SPORTS? 


COVERT OPERATIONS 


SA a es 
pace Tt ELEMENTAM T RAT IVE 


COVERT OPERATIONS: 
To access the ultra-top secret ‘Covert 


- screen and enter “COVERTOPS”. This 


can spill the blood in either flavor. Joy! 


CONTEST RULES: Anyone of any age can enter. The only people not 
eligible to win are employees of Dimension Publishing or ASCII 
' their family, and anyone they talk to or know 


Publishing's trick supplied by the entrant. 
If you win but do not specify, in your code submission, which prize you 
ee eee® Field or an ASCIi Specialized Stick), then we will 


é } " ; ’ 
ae: Ere He 


‘SEND cape ae elm Dawe 


CODES AND WIN | 


PlayStation, for your controlling pleasure, © 


month’s winner, Marvel Welch of i ae 


Operations’ missions, go to the password § 


code works for both GDI and NOD, so you 


19e 33) oe 2 


LEVEL SKIP: Press » Lua, T, 
MAX FUEL AND ARMOR: Press SELECT, 


"PERFECT" PAUSE: Press nee 
| | 


? 


| Bubble Bobble 


new copy of ASCII’s hot new RPG for the — 


ORIGINAL GAME: At the title screen 
(before the menu), press ~, —, 7, 

, Tt. You've activated the Original Game, 
which means that you can reach the 


game's diamond rooms even if you croak. 


DEBUG MODE: At the title screen, press 

, T, ¥. This turns 
on the Debug Mode. During the game, 
press to skip back one level and ine) 
skip ahead one level. Press to call up 
the menu, where you can set the current 
level and tweak Bub and Bob's lives; 
press to exit the menu. 


Foran , 


ONE PLAYER MODE 
ABCADE - SINGLE RACE 


FULL GRID 


ROUND 1 
BRAZIL - intertagus 


GERMAN MODE 
ACTIVATED 


@ to SELECT 


GERMAN COMMENTARY: Go to the Race 


us : ™® Qualify screen, then press and hold 


, then press v, 7, 
The words "German Mode Activated h 


T appear. During the race, the commentary 


becomes Choiman. 


set Moto 


ae “i 


VARIOUS CODES: After you win a full sea- 


son at the Professional difficulty level for 
the third time, a bubble appears on the 
title screen with the words "Codes 


Enabled." (The first time, you activate 
two new tracks; the second time, you acti- 
vate a tenth track called Nightmare.) 
Now, when you beat the game with a cer- 
tain team, you're given a code. Each team 
has two codes, and a ninth code is given 
to you by the Singletrac programmers 
themselves (hmmm). Here are the codes: 
2-PLAYER COMPUTER AI: 0, 0, R2, O, A, 


SUPER AGILITY: » Hy Lady Sy OS, 
ZERO RESISTANCE: , ul, 4,9, Ll, ¥, 


DOUBLE STUNT POINTS: >, %, 0, L2, A, 
SHOW-OFF CAMERA: A, ¥, 0, A, Ll, LI, 


AIR BRAKES: R1, R2, >, L2, t; 0, t, O. 
ROCKET RACER: A, t, T, L2, L2, t, f, 


UNLIMITED TURBOS: A, 0, >, R2, t, 5, 


ICE RACING: » ha, hi, 


of Fighters 195 
SECRET CHARACTERS: At the character- 
select screen, press and hold , then 
while holding press T + 0, > + 0, © + X, 
and » + A. Two new characters appear 


for the choosing: Saishu Kusanagi and 
Omega Rugal. ) 


NBA Live’97 


SECRET MENU: At the game setup menu, 
press Ll, X, 
Cyou go to another screen). Now ‘press 
and hold 

on the control pad, A, and “1. This_- 
might open up a menu, but what youve 
really done is activate the secret menu 


screen. Now, after you press and 
the game is loading, press and hold !:1, 
on the control pad, A, x, 0, and O. Keep 


holding until the secret menu appears. 
On the secret menu, use and to 
adjust each player's height; the number 
indicates inches. You can make each play- 
er anywhere from one-and-a-half feet to 


em 


AGTUALLY, IT 


Forget today’s big egos and endorsements. In the future, athletes willbe your hovering Rotofoil, grab onto the Plasmorb, 


fighting over just one thing: this bright, glowing Plasmorb. Introducing : and blaze it into your opponent's goal. 


BallBlazer Champions. — You're not alone. Of course, your 


ELECT PLIVER 


A futuristic sports game opponent is trying to do the 


"same thing. And, that's 


created for the Sony 


PlayStation that's when all the fun begins. You shoot, you score! You'll 
taste the thrill of victory as 
part hockey, part The competition will yOu union Ihe wanning god. 


Eight champions fiercely racing, and part be fierce, fast-paced, 
compete for the Interstellar 
BallBlazer Championship. insanity. It's an and frenetic. Whether 


action-packed, you compete alone, in 


real-time 3D single-player mode, or 


gaming experience _ in two-player mode via 


Earn the title of Master Blazer, 


'Split-scr een. But, however and you’ll bask in the glory 
of piloting the Ultimate Rotofoil. 


like no other. 


Have a ball 


you play, you're in for the 


Mega-huge arenas give you . 
plenty of room to maneuver. And if you can. 
show off your winning moves. 


most action you ve ever 


asl 


had. In this galaxy, or 


Players compete 


for the Plasmorb. any other. BallBlazer 


= 
Sab 


Which is sort of like a Champions. With anti- 


ii a : 


ball. Except that it totally — ae i 


gravity arenas, blazing thrusters, 
" disregards the laws of gravity cloaking devices and nitroid injection | | 
J 
ee g is 4:8 . ‘ ‘ ae : : | s —4 
Pe a pH a pe You can't kick it, dunk it, or catch it. systems, it’s the way sports will be played in | puaystation |_| 


as you battle for control of the 
elusive, glowing Plasmorb. So how do you control it? Jump into 


the future. So, you better start practicing now. http://www.luc 


© 1997 LucasArts Entertainment Company. All Rights Reserved. BallBlazer is a trademark of LucasArts Entertainment Company. The LucasArts logo is a registered trademark of Lucasfilm Ltd., used under authorization. ; PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 


KONAMI. 


YOUR HEAD 
E MIGHT. 


The spectre of war looms Luckily, you have an awesome 


over the peaceful land of Ishtaria. } a array of weapons, spells, booby 


Terrorism, corruption and depravity traps and The Great Sword Vandal- 


run rampant. It's up to you to return the Heart at your command. Plus the 


land to democracy, using a strategic combination greatest weapon of them all-your brain. 


of wits, muscle and magic. It's an epic confrontation | a Enter the world of Vandal-Hearts. Where a sharp 


that unfolds on multiple, — 3-D isometric battlefields. 


sword is no match for a sharp mind. 


—— ie 
=f 


RATING PENDING WWW.RONAMI.COM VANDAL-HEARIS™ is o trademark of Konami Co., Ltd. Konami ® 


is 6 fegistered trademark of Konami Co., Ltd. PlayStation™ and the PlayStation” logos are 
trademarks of Sony Computer Entertainment Inc. The rotings icon is-a registered trademark of the 
tamanwen | PlayStation | | Interactive Digital Software Association. ©1997 Konami of America, Inc. All Rights Reserved. 


velve feet tall. (A player any taller than 
O" can't slam the ball, strangely 
nough.) To change all of the players on 
1e list, you need to use two PlayStation 
ltitaps with controllers plugged into all 
e ports. Press 7? and © to toggle the 
hameleon Mode (where the players 
ecome semi-transparent a la the 
pedator) on and off. Press START and 
ELECT on Controller 1 to toggle the 
utdoor Court (where you play on a 
eet court, complete with fence) on and 
ff. When you're ready to play, press and 

a2 and x on cessing sd ly 

iT CHARACTERS: Use any of the fol- 
ping names (heat of them are Live 97 
ducers and programmers) in the 
reate a Player option. Press START after 
atering the last letter of the name. These 
ated players appear on the free agency 
st and don't actually count as created 
layers. The announcer even speaks their 
ame during the game. The list: 
aron Grant 
dam MacKay-Smith 
1 Murdoch 
Johanson 
mory Wong 
rent Nielson 


Daryl! Anselmo 
Dave Warfield 
David Bollo 
David Laviolette 
Dom Humphrey 
Fletcher 
Ernie Johnson 
iovanni Sasso 
eg Allen 
an Allen 
ff Mair 
im Gill 
farcus Lindblom 
ark Soderwall 
‘ichael Klassen 
Michael Vanaselja 
Novell Thomas 
enata Antonic 
obert White 
Sam. Nelson 


Steve Royea 
arrnie Williams 


Here's a foolproof method for 
blocking extra points and field goals 
every time in this sadly flawed football 
game. 

Choose the 3-4 formation and the INSIDE 
HEAT play. Highlight the middle player in 
the defensive line. When the ball is 
snapped, rush straight in and jump to 
block the kick. 


In the Team Play 
mode, you can taunt an opponent during 
nie approach by holding down the L1, L2, 

, and buttons, then while still hold- 
ing press A ("Choke!"), 0 C"Loser!"), 
("Miss!"), or x (the ever-popular "You 
suck! "). 


Py 5 
CJ] = MAIN 


M= SELECT 


Press /,.T..>, iS. HM 
¥, % during the game to restore your 


health; unfortunately, you lose all your 
weapons. (The more weapons you have, 
the more health you get.) 


! Enter the initials G_H and 
birthdate 5-31 to play as hockey legend 
Gordie Howe. 


Enter the initials M_dJ 
and birthdate 1-25 for the greatest bas- 
ketball player of all time. 


If you're 
low on spell points, find the nearest stair- 
case and climb the first flight, then walk 
back and forth while still on the landing. 
No monsters attack you as your points 
regenerate. 


Pause. the 
game and press ©, ©, T, v, Ra. 
Pause the game and 


press T, T, Ll, La, 
Pause the game 
and press Rl, La, Re, La, >. 
Pause the game and 
press v,v,Y,Y, 


L: During the game, press 
: f 


J | During the game, press 


5 | 5 5 5 + 


q 


‘the same game twice. 
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Sentient: the adventure of a lifetime — everytime. In Sentient, you’re a space 
station engineer with some major problems on your hands. Solving them 
requires interacting with over 60 characters in over 200 unique 
locations. And with sophisticated artificial intelligence, Sentient’s never 
| the same game twice, which means you better say all your goodbyes before 

you turn it on. Sentient. It’s a sci-fi adventure of infinite proportions. . 
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PlayStation . 


WWW.KONANT.CON 
_ Lethal Enforcers ond: Crypt Killersare trademarks of Konami-Co:, Ltd. PloyStation™and the PlayStation™ logos are trademarks of Sony Computer Entertainment Inc. Sega Saturn is a trademark of Sega 
Enterprises. The totings icon is 0 trademark of the lnteractive Digital Software Association. Konami® is o registeted trademark of Konami Co., Ltd. ©1997 Konami of America,Inc. All Rights Reserved.  thtimes sens 


VRBASEBALLTIP Jc 


LAY DOWN THE PERFECT BUNT AND 
SQUEEZE THE RUNNER HOME WITH 
SIMULTANEOUS BATTER AND 
BASERUNNER CONTROL. 


ip BASEBALL 
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CONTENT RATED BY 
ESRB 


VR Baseball ‘97 is the next generation baseball game that lets you 
control both the batter and baserunners simultaneously. Hit and 
run, tag up, steal, stretch out a double or execute a squeeze play. 


VR 


Baseball's completely new, easy-to-use controller design 


provides total bat control for power, contact, bunt and pull-hitting 
as well as control over pitch selection and speed with unlimited pitch 
locations. You can even control a real 3-D camera that let’s you play 


from 


any position or angle because only VR Baseball has a true 


3-D engine. 
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rotation, gravity and air friction for true flight, 
bounce and roll for varying surfaces like Astroturf, 
grass, dirt and fences. 


Virtual FieldVision™ technology creates an immersive, ultra-realistic, 
gaming environment that lets you play the game from any view or 
perspective. You can even play from the ball’s view if you don’t mind 
getting knocked around. 


Four uniform options per team including updated colors and team 
logos for 1997. Plus, four play options and three difficulty settings for 
the skill level most challenging to you. 


Instant access to pitch selection, speed and control for unlimited 
plate locations without menus. Total bat control for power, contact, 
bunt and pull-hitting without tipping your hand to your opponent. 


Super-fast Season Play mode with top 10 or full stats. Plus, 
mid-season All-Star voting and game. 


, a true physics model controls velocity, 


sPen, 


VR Baseball '97 


© 1997 Interplay Productions. All right reserved. VR Sports, VR Baseball and The Difference Is Real 

are trademarks of Interplay Productions. All rights reserved. Major League Baseball trademarks and 
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Corporation.All rights reserved. All other copyrights and trademarks are the property of their respective owners. 


The Difference Is Real.” 


PlayStation™ 


COMING SOON!!! 


Infinite 1 money « Feeceeseceeeeee ss B00DF38C 86A0 
urr , a. Po ee . 800DF37¢ 0001 


Always 


avail fl lid, veeecseceeees«300DC21E 0001 


P2 Infinite turbo..........+...800B2208 OOFF 


Pil ea Lives. ed oft eeneoeeeee ee -800933F8 0005 
P2 Infinite lives. e ° eeeeseeoeneee8 - 80094204 0005 


8011828 007? 


80062724 0003 
800628CC 0003 
Infinite Dives ....4...+.+4++- + 80062ADC 0009 
Five stars collected.......... -8006297C 001F 


I piaiietablon ice is ilar aera and switch it back on 
after you start the game. 


Infinite standard nissiles ...2.8016BE7C 0032 
Infinite stun missiles .. Se disiges - 80154406 000A 


Infinite tondch piebiles se cees-8015440A 0009 


Infinite we = 1 Mel Seem NC Se TT 
Infinite gold. bly ee ete eo ole’ -800A3868 C350 


Infinite lives... ae i eeoeeceececeee 8009931A 0003 


Pl invincible (Duel) ...........800854FC 0060 
P2 invincible (Duel) ...........80085580 0060 


Infinite GOL os seve es eesee 80008920 FFFF 


Start on euee sad Erekeehygensh re DRTCEGAB 0001. 


Infinite Energy ...........-..+-8005E2B8 0003 


Infinite LA missiles .80154408 0009 


‘Infinite power-up (X mode) .....80099316 0005. 


The action starts in the Three Doves 
orphanage’s classroom. Pieuvre (the 
director) orders Miette to commit a theft 
in the receipt hut, and tells her to see 
Pelade to get the key of the hut door. 
Speak to Pieuvre and ask for the key of 
the cashier’s hut. Pick up a bag of mar- 
bles on the shelves and pick up a sponge 
at the blackboard. Be careful: if you stay 
too long in the classroom, you get 
chucked in the cellar. 


Go to see Pelade and ask him for the key. 
Pick up a bone in the dustbins and pick 
up two bottles on the top of the stairs. 
Get out of the orphanage and go to the 
lighthouse. 


Pick up a brush. Pick up an empty bottle. 


Go to the lighthouse. 


Pick up a metal bar on the bundles at the 
entrance of the pier. When next to the 
lighthouse’s electric wires, throw the 
metal bar on it to switch off the light. 
Bend down behind the boxes on the oppo- 
site side of the lighthouse to hide your- 
self. 

Movie sequence: The watchman comes to 
repair the fuses but won’t see you. 


Go to the receipt hut and open the door 
with the key. When inside, switch on the 
light, on your right. Open the cash regis- 
ter and jam it with the bone (or brush) to 
deactivate the electric safe. Pick up the 
cash and get out of the hut. 

Movie sequence: The watchman is waiting 
for you, but he gets slaughtered by One. 


One tells Miette that his young brother 


Denree has been kidnapped by the 
Cyclops and that he needs Miette’s help 
to find him (movie sequence). Go back to 
the orphanage (automatic sequence). 


If you get caught by the watchman, 
you’re chucked into the harbor’s storage 
with the tramp. To get out, climb on the 
two boxes and activate the circuit break- 
er. Then, climb the stairs and activate the 
switch on the left of the door to open it. 
Turn left and go down the stairs (movie 
sequence). 


If you stay for a long time in the class 
room or in the courtyard, Pelade throws 
Miette in the cellar. There are three solu- 
tions to get out: You can close the box 
cover and climb on it to get out through 
the dormer window. The door may be 
opened. You can pick up a rusty hook in 
the alcove to pull the door locker and get 
out. 

Careful: if Miette is chucked more than 
three times in the cellar, the game is 
over. 


Pieuvre gives you a new mission: go to 
the loan shark’s house and steal the jew- 
els. Pick up a sponge on the blackboard 
and a bag of marbles on the shelves 
before leaving the classroom (if you did- 
n’t before) Go out in the courtyard. 


Make Pelade fall asleep in order to get 
into his bedroom. Find the key that opens 
the grid allowing the access to downtown. 


Pick up empty bottles (two in the orphan- 
age courtyard, one after the footbridge 
leading to the pier). Bring them succes- 
sively to the tramp, under the footbridge, __ 
to fill them up (in exchange for some 
chicken, cake or cheese found in the 
kitchen, on the right of the classroom 
exit). Then give the full bottles to Pelade. 
He’ll give you information about the 
cashier’s hut, and then drink the wine, 
get drunk and fall asleep. 


Enter the kitchen at the right of the 
classroom exit. Exchange Boule’s potion 
for his bag of marbles (you can take a 
pestle on the dresser, a slice of cake in a 
cupboard and a piece of cheese in a cup-. 
board). Give the potion to Pelade. Then, in 
the courtyard, you have to get the pulley 
basket down (on Pelade’s left) to pick up 
a door handle and a sausage. 


Climb the stairs of Pelade’s house, and 
use the door handle to get in his bed- 
room. Switch on the light. Find the court- 
yard door key under the mattress. 


dank all _— —— 5 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 

or email us at: d3 
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By the time your eyeballs gaze upon these 
printed words, Sony Computer Entertainment 
will have launched one of the most unusual 
and ambitious PlayStation "peripherals" ever. 
It's called " Yaroze" —a Japanese word, pro- 
nounced "ya-row-zey," that roughly trans- 
lates to "Let's do it" — and it's a tool that 
allows anyone with a Macintosh or PC to pro- 
gram PlayStation games. Conceived by the 
PlayStation's proud father, Ken Kutaragi, 
Yaroze is a breathtaking milestone in gam- 
ing history; for the first time in almost 20 
years, video game players can design and play 
their own stuff. 

(For the hard-core trivia buffs in our read- 
ership, there were three video game systems 
way back in 19'79 that could be programmed: 
The Bally Professional Arcade with "Bally 
BASIC," the Magnavox Odyssey 2 with 
"Computer Intro," and the Atari 2600 with 
"BASIC Programming." Bally BASIC was the 
most robust of the batch; Pro Arcade own- 
ers even formed user groups to trade games 
with each other when Bally stopped produc- 
ing new titles — but, as usual, my pathetically 
short attention span has led me far astray of 
our original topic. Sorry.) 

Here's what you get for Yaroze's roughly 
$750 price tag (the unit can only be ordered 
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directly from Sony, so don't look for it at an 
Klectronics Boutique near you): an unbe- 
lievably cool-looking black PlayStation that's 
almost worth the dough by itself; two styl- 
ish black controllers; a special memory card. 
which must be inserted for the Yaroze to 
run (there's no territorial lock-out chip, so 
the memory card provides anti-piracy pro- 
tection); a serial cable to connect the Yaroze 
to the Mac or PC; and a CD teeming with 
programming utilities and development tools. 
You also gain membership to a private Yaroze 
Web site at which you can upload and down- 
load Yaroze programs and exchange infor- 
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Interplay Website: www.interplay.com 
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All New Addiction 


3 * 


4 36 All-New levels exclusively for the PlayStation game console, 
never-before-seen in any Descent. ~ an 


High-impact, non-stop subterranean action désigned specifica 
for PlayStation Console Gamers. 


New throbbing "stroboscopic" light source shading effects 
brings the intensity right in-your-face. _  * 


More than a dozen weapons of devastation, 
from double-damage cannons to Level 6 Lasers. 


j 
| 
, 


The best parts from the original have been 


_ augmented, updated, and super-charged in 


, * this, the latest, and the final release of Descent for 
direction, any. time, at full speed. Use Sony's . x, & .. - the PlayStation game console. Experience the thrills of 
Analog Joystick for more enhanced control. <«& 4S == a . upgraded weapons, faster reaction time and never- 
: ¥ . ~_\ a : : | | before-seen levels and you'll know why this one is called 
Grab a Link Cable and go from One-player = * o | | ay MAXIMUM. Your latest addiction includes brand new levels, a 
to Two-player Anarchy Levels. 2 = 3 a crafty robot helper and, enough ammo to broil every robot invader 


Metal pounding digital aati iti bs — og | ail that's gunning for you. The action comes faster and hotter (no PC installation 
your sensory input past all safety ones.  _—- - : gy if | 8 delays) in this all-new version designed especially for PlayStation game console 


fanatics who just want to plug-in and play! 


We mean 360° fluid movement — any 
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ent is coming to the PlayStation game console. 
° } 

azing underworld you got hooked on 

méries and a few new craters. 
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mation with fellow Yaroze users. 
Before you get TOO excited, keep in mind 
that making Yaroze do anything requires 
a knowledge of the C programming lan- 
suage, although it's still easier to pro- 
gram Yaroze than the PC Cwhich is 
why so many developers dig the 
- PlayStation to begin with). 

Yaroze isn't a user-friend- 
ly point-and-click deal; 
unless you're already a 
programmer, it's going to 
take many hours of read- fF 
ing and experimenting 7 
before you produce any- 
thing worthwhile. | 
Making the learning 
curve even shorter is & 
the sheer amount of sup- 
port available from Sony and other 
Yaroze users. In Japan, where the Yaroze 
has been available since late 1996, the 
Web site has become a depository of 
source code and information for begin- 


ners to draw upon. Basically, unless you_ 
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and Forrest Gump share DNA, you can 
program the Yaroze within a few days 
no matter now much of a C newbie you 
are. 
Yaroze has some built-in limitations to 
keep it from competing with the more 
expensive kits supplied to major game 
developers. For starters, Yaroze can't 
stream data from the PC —ora 
music CD — to the 
PlayStation, so a game 
has to fit,completely in 
the PlayStation's 3.5 MB 
eo “@ of memory (8 MB of sys- 
_# tem RAM, 1 MB of video 
- RAM, and 512K of sound 
RAM). That's still more 
than enough\space to cre- 
ate and store ‘an entire 
game: Ridge Racer, for exam- 
ple, loads completely into the PlayStation 
and only uses the CD for music once the 
game is running. Besides, by forcing a 
game to fit into three and a half megs, 
Yaroze shifts the emphasis from 
graphics to gameplay, . 
and that's just the way it 
should be. Yowalso won't 
find any high-level graph- 
ics development libraries; 
don't expect to make a 
game with 35D visuals that 
make Crash Bandicoot look 
like Cybersled. Sony does 
plan to add more power to 
Yaroze's programming 
libraries over time; in Japan, the soft- 
ware is already on its fourth revision, 
and Sony says they plan to include com- 
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mands in the U.S. software for Yaroze 
users to play music CDs. 

Yaroze's only real weakness seems to 
be its much-too-basic development pro- 
grams, but that weakness has been 
addressed by Metrowerks, who've 
released a PlayStation version of their 
award-winning development environ- 
ment, CodeWarrior. (Add CodeWarrior's 
$499 retail price to the Yaroze's $750, 
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though, and you'll need to start selling 
off internal organs to pay for every- 
thing.) 

This always-humble and usually-dorky 
writer was invited, along with Dave and 
Greg to Sony's Foster City, California 
offices to experience the Yaroze first- 
hand and to check out some of the pro- 
grams that have already been created 
in Japan. Of the roughly 
thirty Yaroze programs we 
were shown, most of them 
were, sadly, either 8-bit- 
quality shoot-'em-ups or 
bizarre graphic demos. 
Still, there were a few 
diamonds in the rough 
that demonstrated the 
power and potential of 
Yaroze: a high-resolu-’ 
tion house-exploration game with 
a whiff of Resident Evil, a colorful Tetris 
clone, and a graphically spectacular 
SD shooter. 

Regardless of the overall quality — 
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and keep in mind these were all "first- 
generation" programs — it was still a 
kick to see the games in action and expe- 
rience the unpolished work of dedicat- 
ed: individuals Gust take a look at the 
sampling of games shown on these three 
pages). Yaroze taps into the same excite- 
ment that there was during the dawn- 
ing of home video games, when every 
experience was new, and when every 
game was the work of one or two peo- 
ple instead of a faceless cast of dozens. 
Would-be designers with enough ambi- 
tion or talent to learn C can make their 
visions a reality. Programmers can have 
fun tinkering with the PlayStation hard- 
ware. Hard-core gamers can play 
Japanese and European PlayStation 
titles — no lockout chip, remember? — 
and the always-increasing library of 
Yaroze games. 

We here at PS Extreme are so excited 
about the potential of Yaroze that we're 
starting a new section dedicated to the 
system: EXPLORE. Each issue, we'll 
review the keenest programs on the 
Yaroze Web site, talk to professional-pro- 


grammers about the arcane art of game 


design, and keep you updated on our 
own Yaroze projects. (Zach, for exam- 
ple, plans to create a 3D miniature- 
golf game with Ten Pin Alley-style 
gameplayrand character design, fea- 
turing such clever hole designs as the 
prehistoric-themed "Jurassic Putt. ") 
Before we go, check out these Web sites 
for more info: 


Sony Computer Entertainment Europe 
http: / /www.scee.sony.co.uk /yarinfo 
Metrowerks | 

http: / /www.metrowerks.com 
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he blood r red | skies of \ Ver rdite look on asa lone 


figu ire ventures out into the grisly scene of 


carnage and death. Austin L yle e Forester, 


prince of the bedamned king dom of Verdite 
unsheaths the mighty wn 4 tor and pares his 


hear ‘t anc soul — the youn ney just set betore him... 


What it takes to make an epic 
RPG/Adventure game 


King’s Field Il, following on the heels of the wildly 
successful original, is hands down the best thing to 


happen to the PlayStation! Every aspect that made the , The young prince =| ee 
original a hit are back - with reinforcements! ASCII has Siig $pu" tne tale oF the past ten years sale ioe as ne 
: . . destruction. Atte € ¢ oes t re 

made an incredible effort to give you the best RPG to | ameberiaeeat terse iiek a alee ch 
; : : trom Me anat with the Moonlight Sword, Deace ad 

Mad Dog find its way to the home market. Making an encore ensued for five years in the great kingdom as the 

McGamer performance are the artfully designed landscapes and peasants grew soft... edly “ P ink Le igi 
ete i . , peace they nad e OU eG: IT TIN s later, the st 

brilliant effects of the first 360°, fully rendered masterpiece, but this time, se ae a ieadtee nauietienain “ 

snone ror the last time on Verdite, a great storm was 


ASCIl has included a Dost of amptovemerts that will fulfill your every | seen on the horizon - a storm with intent of the 


ad, Lightening struck the tower, utterl 
fantasy! i. a | 
shatter Ing the! Moonlight Sword, and the Holy King, 


John Altre »d Forester Tel Il. 


When the king recovered, he was a chang ged man. It 


gee 


Was as |} ifthe d devil | himself ac a rone of 
Ve rdite. The reign of ig ‘or ales aha red in at fter his 


recovery had no para lel in all of historu. Evil demons ~ <a 


of ever y conjuring im agi took to the kingdom 
like a hungerin littering the be autiful hill 
5 as 5 


and * lains with t al le carn: age Only a 


iieas bloodthirsty God could fr rmit. Alexander had tried 
in vain to help his former friend, the king, but after 

finding only lh rem ah It of the great N toonlight 
Sword, he it his life to seal the Demon King within 


the castle wall 

Story line, sound, action and How cul Lyle’ cnn father have done suc 
graphics made their way to the top , : 
of ASCIIS to do list with upgrades 
ranging from original compositions 
in beautiful stereo sound to SGI 


rendered cut sequences! 


things? L ule’ 5 struggle was brief. The deeds that 


had transpir ed over the past te n years WOU 
he metwith the terrible steal of batt : ie was ihe 
que st tor blood...the b — on hso own demon father, 
King J John Alfred Forester - UN -Holt j King of 
Verdite!! 

m This will be your quest in ASCII’s sequel to last year's 

= Smash Hit, King’s Field. 


First on the boards was the Story line. In 
response to consumer requests, and their own 
dreams for the sequel, ASCII employed a team 
of experts in the RPG and writing fields to 
breath the life into King’s Field Il that would 
make it a timeless classic. Austin Leininger, "Sgaiee 
formerly “Sir Garnabus” of GamePro Magazine 
worked with the rewrite along with ASCIIS own 
Jane Cowley and expert GameMasters David Silviera 
and Mark Johnson to bring the flare of professional Gamers into the plotline, 
making Kings Field Il one of the first RPG's to hit the PlayStation completely 
written for the American Gamer! 


x. 


Packs, clans, and families of previously 

undiscovered monsters ravage Verdite 

as you battle against them with an 

improved arsenal of over twenty new 

weapons along with several old favorites! 

Over 100 new items await your 

discovery along with the arrival of well 

over 50 completely new breeds of 

monsters. These improvements 

complement the plot well as you journey through the villages of your kingdom 

ys a SE ae eS oe speaking with well developed characters that will suck you into their world. 
TiastER: FHE: GA NE, within moments! ASCII spent a lot of time on the development of new 


: : " : “KILOW- ALL THE “>: characters in Kings Field Il. Humor, depth, personality, and history can be 
. SECRETS “BECOME A” found in every character you encounter. Along with each meeting comes 


a chance for additional sub-plots - and of 

course, the acquisition of more items 
and power - as you involve yourself in 
the lives of your royal subjects and your 
kingdom. 


Naturally, ASCII took the time to 
improve on the knowledge, use, and 
appearance of magical spells as welll 
Forty different magics in five 
disciplines can be at your command. 
All magics are either new, or have been redesigned to look and sound 
~as powerful as the gods who invented them! 


Next on ASCIIS list was the question of sound. As in the original, 
Kings Field Il undertones your quest with the terrible wails and 
screams of the enemy. Those same battle cries of your flesh- 


The Official Strateoy Guide 3 - hungry enemies louden as they approach, heightening 
\ Tie i... ee the sense of reality in the game. In addition to this 
THE ONLY WAY TO W.Ln “itis old favorite is the host of original music, 


<___ To order by Visa or Mastercard, call 415-780-0166. For the KF ii‘hintline or to written solely for use in Kings Field Il. 
_ charge the:guide to your phone bill, call 1-900-288-ASCII (2724). To.order’by mail,” 3 
- ‘send money order made payable to ASCII Entertainment, P.O. Box 6639,-San Matéo, 
_ CA, 94403. ‘Price is'$12.95 plus $2.00 shipping & handling. Not available in'stores. 


“900 liné‘is $0,95 per minute: Callers undér 18 \must get parental permission to call. Touch tone phoné required. 


The scores of new music are 
beautifully composed in stereo to 
complement whatever scene you 
are faced with, bringing tension and 
climax along with a beautifully felt 
ambiance throughout the game. 


Of course, what would an RPG be in 
modern life without action!? ASCII 
es has taken great pains to provide as 
much wonderfully gory and personally satisfying carnage as possible! 
Battles rage throughout your quest with new enemies, new magics, and 
new weapons. Even battles of epic proportions ensue as you take on the 
Gods themselves! Additionally, ASCII included several cut sequences In 
full SGI rendering. Key points in the game are perfectly ushered in with 
these awesome action scenes of 
graphical prowess. 


Along with the enhanced character 

definition and overall improvements 

on landscape and character design, 

what could possibly make this game 

any better? Well...perhaps a copy 

of ASCIIS King’s Field Il Strategy 

Guide! The same talents and 

energies that created the King Field 

ll masterpiece came together again to bring you the strategy 
book - actually written by the same hand that wrote the 
game itself! Who better to know than he who was the 
creator?! The book is beautifully designed of high quality 
paper and crystal clarity. 


ASCII offers all of this, wrapped up in a beautifully 
rendered 3-D world of enhanced polygon graphics 
with texture mapped surroundings to give a complete 
package of absolute perfection! 


Good Luck to you, 
mighty warriors, the 
battle ahead is like 
none youve ever 
seen! Choose your 
weapon wisely and 
you might even 
Survive! 


©1996 ASCII Entertainment Software, Inc. 
King’s Field is a trademark of ASCII Entertainment Software, ne /From Software Inc. 


wm And the “year of the sequel” con- 
| tinues with Psygnosis’ latest offer- 
_ ing: Discworld II: Mortality Bytes! 
' Building on the success of the orig- 
' inal cwhich, in case you missed it, 
' was released shortly after the 
| PlayStation debuted in September 
of ‘95), Discworld II combines even 
| more point and click cartoon 
| chaos, more mind-boggling puz- 
| zles, more epic quests, and more 
| silly slapstick humor courtesy 
| of Monty Python veteran, Eric 
| Idle. This time around, for the 
' sequel, the production values have 
been upped quite a bit, with over 
_ 0,000 frames of motion picture- 
®@ quality animation. In addition to 
Mr. Idle, Psygnosis has brought 
| in the voice talent of Nigel Planer 
| (you know, the guy that played 
' Neil in the cult-like MTV series, 
|The Young Ones). This time 
' Rincewind, the hopelessly inept 
| wizard and hero of the game, is 
| chartered with bringing Death 
| back to grips with his job. Ina 
| freak accident, Death gets blown 
' to an exotic locale where he 
| decides that lounging about on the 
' beach, with beer in hand, is much 
; more fun than his other ghastly 
duties. It’s up to Rincewind to con- 
» vince Death of the merits of moral- 
| ity. With the PC version already 
| available, it should be only a mat- 
| ter of time before we see it on the 
| PlayStation. 
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FIGHTERS. 


Cy 


Eight real athletes, gach with their ; 
own fighting style Available 


Stunning 3-D and 2-D arenas March for 
Four fighting modes: One Player, V3. PlayStation! 


Tournament, and Team Battle 


Sanctioned by K-I, the official international 
tournament fighting organization 


BIACK BELT. 
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PlayStation 


Visit your local retailer or call 1-818-879-5728 tor orders only 


© 1997 XING/TeHQ, Inc. PlayStation and WWW h com 

PlayStation logos are trademarks of Sony Lt q. For game tips on our products, call |-900-370-HINT 
Computer Entertainment Inc. All rights TeHQ, Inc. SOG North Parkway Calabasas, Suite (00 $95 /min. lautumated) © $125/min. (live Sam-Spm PST) 

reserved. Sega and Sega Saturn are 3.d0/min. jautumated) 1Z40/Min. (live Jam-dpm Fol} 

trademarks of Sega Enterprises, Ltd. Calabasas, CA 91302 Must be 18 years of age or have parental permission. Touch-tone phone required 
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Electronic Arts is planning on a first 
quarter 97 release for their new two 
player, 3D action game called 
Battlestations. The game looks like 
an evolution of the Soviet Strike 
engine designed for water borne war- 
riors. It's basically divided up into 
three different types of campaigns: 
ship-to-ship combat, hunting down 
an enemy fleet, or attacking a hos- 
tile harbor. (Sounds like a video game 
version of Battleship.) Battlestations 
attempts to combine the action of a 
good 3D fighting game with the 
playability of a strategy game. It 
sounds good to us, there hasn't been 
a good console based naval combat 
game available for quite some time, 
with the possible exception of Turbo 
Sub for the Atari Lynx. The screen 
shots look very promising, but as 
we've had no hands on time with the 
game, we'll make no predictions at 
this point. Stay tuned for more infor- 
mation; we should have a full review 
next month. Until then, we'll keep 
dreaming of a Sub Rock update for 
the PlayStation. 


You're trapped in the body of 
a cyborg spider. Creeping 
down drain pipes. Crawling on 
ceilings. Wandering through 


fight cyber rats, mantises and 
wasps. Needless to Say, 
you're not an itsy bitsy spider. 
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SPIDER. THE VIDEO GAME. 


www.bossgame.com 
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PlayStation and the PlayStation logo are trademarks of 
Sony Computer Entertainment, inc. Spider: The Video 
ENSIGH Game, Boss Game Studios and the Boss Game Studios 
arumn _ logo are all trademarks of Boss Game Studios. The BMG 
logo is a rapa ane Music. All i hz reserved. 
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Konami is bringing together 
two of their ever-popular coin- 
op shooters Lethal 
Enforcers I and _ Lethal 
Enforcers II: Gunfighters — 
and is delivering identical ver- 
sions of them for you onto one 
shiny black PlayStation CD. 
Yeah, the Super NES version 
of Lethal Enforcers was pret- 
ty good and, ok, the Sega CD 
version had the full motion 
video, but this is the true 
arcade version right here 
baby! In Lethal 1, you take to 
the urban streets of a bustling 
metropolis in order to take 
a bite out of crime. It seems 
the city has been overrun 
with all sorts of digitized, 
heinous, criminals and only 
you and your handy sidearm 
can put a stop to the madness. 
In Lethal Enforcers I, you find 
yourself marshal of a town 
straight out of the Old West. 
This time, it seems the town 
has been overrun with all 
sorts of digitized, heinous, out- 
laws and only you and your 
trusty six-shooter can put a 
stop to the madness. This 
compilation was made exclu- 
sively for their own extra-spe- 
cial, day-glo green Justifier 
gun — which works quite well, 
we might add, and it is expect- 
ed to ship around April. 
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ATTENTION 


JEN READERS 


T’S TIME TO GET EX-SITED!? 


Introducing 


(4iG.COM 


All PlayStation... All the time. 


Featuring all of your a [3 =e ij 
PSExtreme favorites... ||2 MERGE 
updated weekly: | eee ~~ 
=X RATED 4 a alia 


EXmail 


4 People of Earth: send us email! We shall respond with wit 
. 3 and/or sarcasm! 
——— <j. * \. EXcavate 


ms Archived reviews of interactive enwruinment 


EXCLUSIVE # fi Pi a = 5 : Welcome To The Site 
=r . = cs — < = Hi there, and welcome © PSEsarwme Ondine, the World Wide 


Web edition of PSEsareme, the world-famous magezine 
Namco's s “Soul Blade” otherwise known as “The Player's Unofficial Monthly Guide 

pS cama hes wchnically, of pet since I'm in charge of this entire crazy operation, but I'll stick with the plurel) for 
PSEsxareme Ondine ase simple. We want this Web sit © be the perfect (longtime) companion to the print version of 
PSExareme , aking sdvantage of the strengths that Wed “publishing provides. Here's what we're going t be: 
De oe 
We von't just nna h of slightly rewritten press releases, 1 promise; we'll bring you exclusive stories, analyze what we 
report © wll you why you should care, and wade into the treacherous Swamp of Gossip to see if there's any truth to the 
endless flood of industry rumors 


2) The best source of cheats, codes, and wallthroughs for eg ap 
Yes, there are ons of PlayStation sits that already have code co ns, but ours will be different in three ways. First, ve'll 
clearly plain how b use the codes Most of thase big cheat databases aze just a compilation of messeges from Usenet, with 


God-awful grammar and ineccuret or redundant ext Second, we'll have screen shots showing the codes and/or their effects. 


Third, we'll use a naked phow of Yasmine Bleeth as the background graphic 
3) The best source of previews of upcoming Play Seation games. 
I happen to be of the opinion that downloading blurry, jumpy, five-megabye .AYI movies of 
games is an amazing wast of time, so we'll focus on JPEG screen shots © give you a beter idea 


of what the games of the future are going w look like. (If, for some insane reason, you'd rather 
have AYI movies, let me knov ) 


and introducing en 


but we'll also heve exclusive reviews of games that weren't covered in the magazine. Our goalis ™ 
© have a rating for ewry PlaySution game past, present, and future. Yeah, it's a lotof work, but 


* we're crazy like that ; : 
our in Okay, enough rambling. Browse the sie. Check out the stuff. Bear with us as ve build this thing 
tA 7  ppeeal ny Get pais Fran Cabs ss mak a Paine Send your 


cebu eanteen: and death Gieats © me at Epes Oey) Take care! 


to the world of — Seg 4 cata hoes 


_ This site is dest viewed with « screen resolution of B00 X 600, 16-bit color, and version 3.0 of Microsoft Insernet Explorer or 
: Navigaor. Use anything else, and it's gonna look weird. (I know that Microsoft is the Evil Empire, but! have to say 


6 3 oa 2 I like their browser better.) We've gone with a graphically simplistic approach to keep loading times to a minimum, and also 
ayStation gaming. —— 


Netscape Navigator™ and it’s likeness ©1995,6,7 Netscape Communications Corporation. 
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Shelve the puny human routine. It’s pulverize or be pulverized 
when you become this mean green fighting machine. Go 
fist to fist with the entire Pantheon gang from Avjax, 
Ulysses, Hector and Adalanta to your own Future Imperfect self, 
The Maestro. It’s all part of mastering the puzzle. Not to 


mention, the finer points of smashing, crushing and pum- 
meling anyone es ~ ret? gate ei Pe i that gets in 


your way. So go e Bl ie oe ra | ie burst a 
not your own. 


few blood vessels. — 
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EIDOS HINT LINE 1-900-288-4263. 
Cost oF Catt $0.95/minuTte/MusT BE 18 YEARS 
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Marvel Comics, The Incredible Hulk and the distinctive likeness(es) thereof are trademarks of Marvel Characters, Inc. and are used with permission. Copyright © 1996 Marvel Characters, Inc. All rights reserved. Eidos Interactive is a trademark of Eidos, Pic. ©1996 Eidos 
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. What do you get when you combine 
pastel colors, Megaman, a bunch 
of weapons and some souped-up 
vehicles? That's right, "Megaman 
Battle & Chase", due out from 
Capcom in the very near future. 
Megaman Battle & Chase is a 3D, 
polygon-based, head-to-head racing 
game for one or two players (via 
horizontal split-screen). Characters 
like Dr. Wiley, ProtoMan and, of 
course, the M&M boy himself, 
(Capcom's lawyers would like us 
to inform you that they had noth- 
ing to do with that last acronym/ 
analogy and that any likeness, rela- 
tionship or shared color palette 
with those colored, candy-coated, 
melt in your mouth — not in your 
hand confections is purely coinci- 
dental.) Each character in the game 
has his own unique weapon, includ- 
ing Megaman's MegaBuster arm 
cannon, IceMan's Freeze Gun and § : 
FlameMan's Fire Weapon and there a 
are a number of different courses | 
for your racing pleasure. One of the 
more unique features of the game 
lies in the competitors' ability to 
grab parts from the other cars, 
which can be added to the player's 
car at the end of the race. In addi- 
tion, the physical appearance of 
the car changes to reflect the pur- 
loined parts. Look for an EXRating 
of Megaman Battle & Chase in the 
May, 199° issue of PSExtreme. 
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It looks like Electronic Arts is setting a new 
precedent with Overblood, their first Japanese- 
acquired product to be translated, localized 
and released for the American market. It’s 
easy to see why they didn’t pass up the oppor- 
tunity, as this title looks like it’s a damn 
fine game. Overblood combines Resident Evil- 
style gameplay and environments with a real 
OD engine (as compared to RE’s pre-rendered 
backgrounds with 3D characters). The game 
was originally developed by Riverhillsoft, 
whose previous work was an obscure 3DO 
import by the name of Dr. Hauser. Although, 
it’s difficult to report on the story and game- 
play (since it’s still currently in Japanese) 
there is a lot of dead, decaying bodies, nasty- 
looking creatures and a cute metallic robot 
for a sidekick. The gameplay seems to lean 
towards more puzzle-solving than action, and 
looks to be a quite challenging and long quest. 
Some of the features that can be found are: 
the ability to control up to three characters 
— selectable on the fly — each with their own 
unique attributes and abilities, full camera 
movement in the 3D environment, including 
a first person mode, and the ability to save 
your progress at any point in the game. We'll 
have more soon. 
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| their first baseball title from 
' their VR Sports division, VR 
| Baseball ‘9'7. After almost two 
' years in the development 


process, Interplay is hoping 


| that their title will break new 
| ground and turn the current 
| baseball arena upside down. 
| The game features a 360 
| degree real time 3-D envi- 
| ronment, with authentic ren- 
| ditions of all the Major League 


stadiums. Utilizing both the 


| MLB and MLBPA licenses, as 


well as a complete season sta- 
tistical tracking data base, VR 


| Baseball ‘97 starts off with 
@ all the required components 
| for a good baseball simula- 


tion. There are also multiple 


/ camera angles, and even the 
| ability to position the camera 
anywhere on the field; behind 
| second base, twenty feet 
| above second base, you name 
| it Cor position it). The cam- 
| era will also follow the ball 
| from home plate to the out- 
| field, zooming in the entire 
' way. From what we’ve seen 
- 80 far, it looks like Interplay’s 


patience is going to payoff, 
and establish the VR Sports 
division as one of the con- 


| tenders in a market currently 
| dominated by Sony, Accolade, 
; and Electronic Arts. 
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We never suffer from a lack of amazement in the 

English translation of Japanese titles. Sony's lat- 

est, "Wild Arms", immediately comes to mind... 

Who's arms are they? Why are they wild? How 

come we don't have wild arms? Is it possible to 

domesticate these arms? These are just some of 

the questions that plague the editors of PSExtreme 

during the wee hours of an issue close. Ah, but to 

the game... Wild Arms is Sony's second RPG to 

be released into the American market. The game 

puts the player in control of one of three differ- 

ent characters — each possessing unique skills 

and powers. Wild Arms combines classic RPG story- 

telling with Japanese Anime-style artwork and 

character animation — with pre-rendered poly- 

gon characters and backgrounds. The story goes 

like this: over 1,000 years have passed since the 

evil Metal Demons invaded the quiet planet of 

Filgaia (we hate it when that happens) and the 

planet has been toasted by the bad dudes — no 

more HDTV, no Mini-Disc (tm), no PlayStation... 

no dice — just a quiet, agrarian lifestyle. And, if 

that wasn't bad enough, the dastardly Demons 

are preparing to attack again! (Can't these peo- 

ple just form a bowling league?) Pick up your 

sword, baby, it's "Aggressor Push-Back Time"! PSEX 
Look for Wild Arms to hit retail during the Spring, || Boss sai 
and for our review in an upcoming issue. | wes . 


= 
AL A pp 
7 * 
a ae ae 
Ee es Be 
eS 4 : 


} 
, 
} | 
Bees, 


PSEX 
HP 45MP 0 


= ae fF mieennerttrphtanti 


fise EMLe 


i 4 1 > H en 


TIME Limiy 
7 . 05 LL 


. Raveena oa een * 
.  s ae " 
4) ee 4 oF 
* 


a a ney a 
eee hae, sen 


cial 
pes i “ 


Duri 


of driving 


Om arcade types like Rj 
simulations such as Formulg 


ecessor, Namco felt the time was right fo 
and thus the Creation of R 


Age Racer was underway, 


ama 


Pts 


TIME Lint 
1 o° oo LU 


~ 
Age 


te 
SPs a 
we 


“Try 


GNADE 


= me i 
“_ _ z: 
a cl - 

tee 
ko 
ge 


TIME LiMir 
»* 11 " 


Nigmco went to great lengths to encourage « new and different 

approach to this third installment ‘4 the Racer series. The mere fact that 

Rage Racer wasn't a translated arcade title allowed Namco the 

f-eedom to try elements and game play strategies previously 

unseen in the series. The game dynamics are so Cor removed from 

Ridge Racer an evolution that, were it not for a 

tow of the basic | lways gorgeous graphic detail, 

Namco could have create hole new racing series and, 
undoubtedly, been just os successtul! 

Rage Racer incorporates a host of new ‘deas, the primary of 
which is the premise — it’s all about competing at different levels 
or “classes”. As YOU complete each race, YOU will be awarde 
money for your effort, as long as you place in the top three. You 
vill need the cash in order to soup Up YOU current ride and /or buy 
higher quallity vehicles. In all, there are nine different racing machines 
(not counting the bonus cars) for you to save UP for and buy. 
Eqch has their own ‘ndividual acceleration, handling, maximum 

speed, and grip. The grip can be altered by changing the tires in the 
“eystomize” options category: !n the customizing shop, you can also 
select manual or automatic transmission although some cars gre manual 
only), change the team logo and team name, as well as the paint color © 
your racing saachine. The first wo levels are pretty slow going, as the Rage 
Racer tracks are extremely hilly, and your little four-banger can't get UP 
the buildings g° by real fast! But, don’t despair, 
tuneup and then watch out — you'll be traveling 
aroun e at first, as o win may get YOU 
about a ten ill require to purchase the next vehicle or funeup: 
Speaking of w the first tuneup, you can expect fo see some 
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rice tags that are fifty times 


Pp 
higher than the first. Needless fo 
say, youl need to start earning the big bucks, s0 make sure you don't 


waste your time coming in third place, as the difference between third and 
fest is four times the dollar amount! As you do spend money tuning UP 
your vehicle, YOu will notice additional clothing on Your car, such as spoilers, 

dual exhausts, fonder flares and other visual eftects hat make the “moving 


up” process more enjoyable. 
Each class (except the first) consists of four races. You will have to finish 


‘q the top three In each race in order to move up to the next class. There 


are a total of five classes. The course Is broken down into three stages (not 
| track. The courses do not 


unlike RR & RRR) and the fourth race Is an OVO 

change from class to class, but do get significantly more challenging os 

your speed nearly triples by the time you -each the Sth class. Should 
you be able to get past the fifth class, YOU will be awarded the chance to 
start all over from ground zero and race all the classes backwards. When 


racing backwards, the courses ar© just as difficult, although | think #2 
becomes easier and #3. harder, yet it's really like racing 4 different course 
is greatly enhanced, as all the things 


altogether. The change in scenery 
ouldn’t see while screaming up the hills become vivid and detaile 
while going down the hills! Namco has taken the course layout 


and design to new he mountains 


you C 
heights with Rage Racer, as t 
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L with color, and the bridges, 
Sometimes yOu [vst want fo |i 

rand look at everything — it's hat impressive. Some 4 
Lile the majority of the course |S " 
+ with Rage Racer, EVERYTHING 
<1 Namco has | 
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astic, the landscape lus 


are huge and ma| 
waterfalls, and overpasses ore remarkable. 
drive ground in first geo 


ames have nice graphical sections, W 


hic detail. Bu 
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Es a fie ee simplistic and lacking in grap 
e ee A pie! F a, PET i is picture perfect. There are no bland spots on these course 
os ae ify { b- Cllad the entire screen with stunning visuals that fy by you with a smoothness 7 
: =m | «(NSSF that Barry White would be proud of. There's NO chunkiness OF slow down, 
locks in at an amazing (you fill in the blank) frames per 
, none of that “namster-in-a-blender” 


sai 
and the frame rate ¢ 
unds are true, WI 
the speed at the 


en ee second. The engine so 
squeal found in other racing games. As mentioned earlier, 
ontacts. It has to be experienced 


“ne (re —— 
0 3 2. : 10-9339 ) higher classes < hot enough to fry your ¢ 
Rr —_~~ ‘ to be believed. Lastly, should you be fortunate (ie, skilled) enough to get past 
—_— a the fifth class backwards (or Extra GP, as it's called), you will be treated to 
4 sixth level that pits You against the four super Cars. Of course, you'll need 
shy one of the super cars 4 order to compete and that will set you back seven 
re LA et be digits! Not for the faint of heart, the top of the line super car Is akin to the 
ss neanintinnni a } ™ D GRX (of Speed Racer fame). The unbelievable speed Is there, but your mouth 
a |e E © will go dry and you will need a blast of the special spray to keep yOu 
02 /2 ECORD from wigging out! 
Rage Racer Is a truly -emarkable driving experience, and one that 
er. AGold award is not something that Is 
4 is the rarest of a 


's be missed by any go™ 


handed out easily at PSExtreme, OM 
awards. It is without hesitation that we don the P 


the hood of Rage Racer, 0° + combines all of the elements necess 
it the greatest arcade racing style game of all time. 
Eric 
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It’s easy to see that this is going to 
be the Year of the Role Playing Game for 
PlayStation owners. There are current- 
ly well over a handful on their way (Final 
Fantasy VII, Final Fantasy Tactics, Saga 
Frontier, Wild Arms and Breath of Fire 
Iii — to name just a few) and plenty more 
in development. Heck, less than a year 
ago the PlayStation library was a vir- 
tual “RPG dust bowl” with the only role 
player available being King’s Field, and 
that was kinda-sorta an RPG. So, I think 
it’s time to take a moment of silence and 
give thanks, ‘cause here it is, not even 
a month after the release and critical 
success of Suikoden, Konami’s first RPG 
entry for the PlayStation, that we have 
yet another excellent title waiting in the 
wings. 

Vandal Hearts, (which is the name 
of this game and the focus of this arti- 
cle) falls into the strate- 
gy/RPG category rather 
than the typical, top down 
adventure-style RPG, like 
that of Suikoden or Beyond 
the Beyond. The meat of the 
game can be found in the 
huge, epic-like battles that 
take place throughout, 
although there is an excep- 
tional story woven in between. In the 
game, you control a group of characters, 
ranging anywhere in size from three 
to 18, in a valiant effort to do battle 
against an evil ruler and his army of dis- 
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into six chapters, throws a little bit of 
everything at you, ranging from intelli- 
gent and moral issues, like greed, betray 
al, mortality and friendship, to 
fantasy-like sword and sorcery. There’s 
stuff like totalitarian propaganda-style 
references, an evil empire vs. a group of 
rebel fighters and an all- 
enveloping power that has 
the ability to turn people to 
either good or evil. There’s 
even a little jaunt regarding 
the time-space continuum. In 
fact, the story has so many 
} sub-plots and twists that it 
! would take me well over a 

thousand words to come close 
to summarizing it, so I won’t. 

As I stated before, the major part of 
the game is the battles, which are turn- 
based and can easily last up to an hour 
a piece. There is no exploratory mode — 


KHiras 
“Clint, 
the Reval Rins?...” 


don’t Sive them 


which is what is most commonly found 
in RPG’s — where you typically roam 
around a countryside trying to figure 
out where to go next, or any real puz- 
zles to be solved. Almost all of the bat- 
tles are won by killing off all of the 
enemies on-screen or taking 
out a certain character; they 
are lost if Ash, the main char- 
acter, is killed. After most 
battles, you are given the 
option of heading to the near- 
est city where you can either 
visit the local tavern to get a 
little background on what’s 
currently going down, head 
to the merchant to purchase 
some necessary goods, or 
check out the spiritual dojo, 
where, if you have leveled up 
enough, you can achieve a 
new character class and earn 
new weapons and spells. In 
this sense, Vandal Hearts can 
be considered very linear, as 
the computer is always telling you where 
to go next, although, for this type of RPG, 
it doesn’t detract from the game. 

The battles are fought on 3D poly- 
gon-generated play-fields that can be 
rotated, zoomed in or out, or tilted to 
your liking. While in this mode, the game- 
play is all strategy oriented and this is 
where the fun is to be had. There is noth- 
ing more satisfying than figuring out the 
best way to get to, and take down, a cer- 
tain character who has been hammer- 


" EXRATED.* Page 57 


ing away at you with his arsenal; and, 
when you finally do, it’s depicted in an 
extremely bloody and visceral manner 
— very nice. The graphics, in this mode, 
are absolutely stunning, and some of the 
special effects, especially the character 
spells, have to be seen to be believed. My 
personal favorite is the Salamander, 
where a huge blazing dragon head 
weaves around the playfield igniting 
all who sit in its path. The music, is per- 
fectly suited to the game, ranging from 
mood-inspiring concertos to orchestrat- 
ed, symphonic pieces. 

The bottom line is Konami has devel- 
oped quite a line-up of high caliber/high 
quality PlayStation titles and are prov- 


ing to be a major force to be reckoned 
with in the RPG genre. I found myself 
completely enthralled in the game and 
an entire weekend seemingly disap- 
peared, while I was playing it — that 
doesn’t happen very often. I can’t real- 
ly find any major faults with Vandal 
Hearts, the story is intelligent and inter- 
esting, the game looks beautiful and the 
battles are very entertaining. If you’re 
looking for a great game and a great 
RPG, look no further. 


Greg 
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The bottom line is Konami has developed quite a line-up 
of high caliber/high quality PlayStation titles and are prov- 
ing to be a major force to be reckoned with in the RPG 


genre. | found myself completely enthralled in the game 

4 and an entire weekend seemingly disappeared, while | 
was playing it — that doesn’t happen very often. | can’t 
really find any major faults with Vandal Hearts, the story 
is intelligent and interesting, the game looks beautiful and 
the battles are very entertaining. If you’re looking fora | 
great game and a great RPG, look no further. 
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Descent Maximum is the sequel 
to last year's PlayStation title from 
Interplay. The new game is based on 
Descent II on PC and, while the PC 
version has been given a complete- 
ly new lease on life, via the 3Dfx 
Voodoo chip set Git is one amazing 
looking product!), the PlayStation ver- 
sion comes across as slow and old — 
particularly when compared to newer, 
slicker looking flying-shooting-in tun- 
nels kind of games, like Acclaim's 
Tunnel Bl. 

For the uninitiated, the original 
Descent was a revolutionary shooter 
that thrust the player deep into a cav- 
ernous world, filled with tunnels to 
explore, enemy craft to shoot, and 
hostages to rescue. The game really 
caused a stir when it was released 
on PC a couple of years ago, and some- 
what less of one when 
introduced on the Play- 
Station in 1996. However, 
the unfortunate downside 
to building a product 
around technology is that 
it changes so rapidly. This 
is certainly the case with 
Descent Maximum, 
where what once was 
new and beautiful has become a lit- 
tle weathered, wrinkled and slow. 

The issue isn't really one of inad- 
equate gameplay, challenge or graph- 
ics — it's just that every area for 


analysis leads me to draw one con- 
clusion, Descent Maximum is mere- 
ly adequate in all categories. After 
playing through the first five lev- 
els, I found myself losing focus and 
I was looking for another game to 
play — not good! 

Graphically, the player is pre- 
sented, like the original, 
with a series of tunnels in 
real-time 3D. The tunnels 
become more complex as 
the game progresses and 
there are some color and 
texture changes as you go, 
‘f} but the textures are real- 

| ly rough and 'pixel-y' and 
the game suffers from a 
slow frame rate. This mystifies me 
because the game doesn't present 
that many enemies, simultaneously, 
on screen and the levels aren't par- 
ticularly complex. The enemy ships 


are very generic and uninspired and, 
well, the game just looks kind of goofy 
next to its newer competitors. It has 
aged much like Midway's PlayStation 
“Doom" series — very quickly and 
very visibly. This fact becomes that 
much more evident when 
you place the game head-to- 
head, graphically, against 
some of its newer brethren 
— namely Alien Trilogy, 
Disruptor and Tunnel Bl. 

Gameplay-wise — if 
you played and loved the 
original Descent, then you 
will probably play and 
LIKE the sequel — just 
don't expect any revolu- 
tionary leap in play 
mechanics or any major 
new challenge. There are 
options for difficulty set- 
ting, auto-leveling, auto- 
mapping and the like, but 
the game is what the game 
is — follow the guide bot, find the 
colored keys, shoot any enemies in 
your way, pick up the shield, ener- 
gy and weapons boosters, destroy 
the boss at the end. 

While I did enjoy the original 
title, both for its technology and the 
initial flying/shooting experience, 
I can't recommend the sequel. The 
gameplay is merely adequate Clet's 
face it, the original wouldn't have 
won any "Best New Concept" 
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awards), the graphics are rough 
and "PC-ish" and there are bet- 
ter experiences to be had. There is 


just way too much good stuff to 


stick in your PlayStation to play 
average software. Descent 
Maximum could have used a 
facelift, and what we have been 
given is really nothing more than 
an expansion disk with some new 
levels — sell it for $14.95 to own- 
ers of the first game and you might 
have something — but 50 samol- 
lians for a game I've played before 
is a deal I'm just not interested in. 


Dave 


SOTLTOM. LINE 


While | did enjoy the original title, both for its technology and 

the initial flying/shooting experience, | can't recommend the 

' sequel... There is just way too much good stuff to stick in your 
iy p <tu ; | PlayStation to play average software. Descent Maximum could _| 

fain Hae ' } | have used a facelift, and what we have been given is really 


nothing more than an expansion disk with some new levels 
— sell it for $14.95 to owners of the first game and you might 
have something — but 50 samollians for a game I've played 
before is a deal I'm just not interested in. 


ie oth 


en" 2g ee sae 


+r 
Fr 


5 


| | OBER 


oe 


i a... igh vt a 
a th i 
Greetings, vo 


sad 


- 
ae 
Fi 


wlll ae 
Rtal” 


sia 


sargpersnreen 


ID Software and Raven Software 
are releasing their PC sorta-hit 
“Hexen” for the PlayStation. It’s their 
first collaborative effort on the sys- 
tem, and not a bad effort at that, but 
the game doesn’t feature any revolu- 
tionary graphics or gameplay, either. 
Oh, wait, this is the BEGINNING of the 
review, and darned if Ihaven’t given 
away the ending. Oh well, if you’re a 
die-hard fan of Doom and all the clones, 
then you may want to read further. 
In Hexen, you can play the role of 
one of three different characters; Cleric, 
Fighter, or Mage. Each character has 
their own fighting abilities with dif- 
ferent strengths and weaknesses, all 
shown in the characters’ speed, armor, 
magic, and strength. The characters 
start out with but one weapon and can 
garner an additional three; all bigger 
and badder than their pre- 
decessor. Each character 
gets their own unique 
weapons, so there are 
actually a total of twelve 
weapons of destruction 
(three times four equals... 
yeah, twelve). Just wait 
until you see the crucifix 
of souls — a weapon 
which fires out specters that demolish 
all in its path! Cool. Of course, you 
won’t get to those anytime soon, as 
you'll need to make your way through 
a few. levels first. Speaking of which, 
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there are over thirty levels in Hexen, 
but it’s not the same old thing. The 
twist here is that you can go through 
portals that allow you to transfer from 
level to level, and from different areas 
within each level. This strategy comes 
into play by making the gamer find 
an object, or hit a switch on one level 
that opens up a door or a 
room in another level. This 
‘Ti can certainly be confusing 
| after awhile, but it does 
make the game last longer 
| (good? bad? you decide...). 
_ The end result is that you 
'_ will find yourself running 
} around a lot, but you won’t 

be lonely because there’s 
always a bad guy or two chasing after 
you. And this leads to one of the notice- 
able weaknesses in Hexen; no vari- 
ety in demons. For a game of this size, 
with the multitude of levels, there 


needs to be a multitude of baddies as 
well! Sure, the green “Loch Ness 
Monster” dude is cool, and the float- 
ing sorcerer guy is a kick in the pants, 
but we need MORE! More, more, more, 
more, more. And more. 

There are different play mechan- 
ics in Hexen, like the ability to jump 
and to fly. But, in the end, the game 
has “old” written all over it, and let 
me tell you, the pixely graphics don’t 
help matters much. The lev- 
els are bland and don’t give 
the gamer the sense of 
being in a particular envi- 
ronment, like you did in 
Doom. The colors are few 
and far between, with way 
too much brown, black, and 
gray for my tastes. The 
music is solid, though and, 
much like Doom, it DOES 
lend itself to the theme of 
the game. The sound effects, 
on the other hand, are also 
less than moving. “All” the 
monsters tend to die with 
the same “errgghh” and 
their plaintive wails are not 
as piercing as they could 
be. After hearing a squeal, 
[ never got the reaction “Oh no, it’s 
the flying yellow fireball shooting 
thing!” It was more like, “OK, now I 
whack you and you die, unceremoni- 
ously.” 

Unfortunately, Hexen can be 
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summed up by stating that it would 
have been a capable first generation 
Playstation title, but now time has just 
passed this title on. It’s a “me-too” 
product that could have used a face- 
lift in order to compete with the other 
third generation releases. If you’re 
looking for somthing fun to play in the 
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Doom clone pseudo-genre, I’d suggest 
looking to some of the new, original 
titles that are just hitting the mar- 
ket about the time you read this. Most 
of the better ones can only be found 
on the PlayStation. 


Eric 
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Unfortunately, Hexen can be summed up by stating 
that it would have been a capable first generation 
Playstation title, but now time has just passed this title 


on. It’s a “me-too” product that could have used a face- 
lift in order to compete with the other third generation 
releases. If you’re looking for somthing fun to play 
in the Doom clone pseudo-genre, I’d suggest looking 
to some of the new, original titles that are just hitting 
the market about the time you read this. Most of the 


PUBLISHED AND DEVELOPED BY CAPCOM 


Seeing as some of my most promi- 
nent video game memories are of 
playing Megaman games, one could 
only imagine my excitement when 
I heard I was to review Megaman 8. 
Now, I don't know if it's me, but after 
about Megaman 3 or 4, the long run- 
ning series just isn't as fun as it used 
to be. Not that MM8 is a "bad" game 
per se, but nowhere near what 
Capcom and the PSX are capable of. 
It's very ... *ahem* plain. So you're 
probably thinking, "well what makes 
a game ‘average’ then?"... here you 
gO... 
When you load up MM8, you'll 
be presented with a rather grainy 
FMV intro straight from the popu- 
lar Japanese Rockman anime series 
— while not necessarily bad, it’s less 
than what I expected ,... 
coming from the folks > 
that brought us Resident | 
Evil and the CG Star ]- 
Gladiator intro. Well, }. 4 
after watching the intro, | 
it's into the game you go. jj: 
The first thing I noticed 
was that the game looked || 
very, VERY bland. — 
Seriously... colorful, yet boring back- 
ground graphics and no trace of any 
special effects that would utilize the 
PlayStation’s polygon pushing hard- 
ware — just old-school parallaxing. 
Sheesh, even poor old Megaman was 


looking rather average Calthough, to 
be fair, he has a lot more frames of 
animation than in his adolescent 
days) I don't know if Capcom has 
a cookie cutter which they press into 
a mold made from a mixture of cook- 
ie dough and Megamen... but this 
- package has certainly 
| aroused my suspicions. 
J As I stated before, the 
wii Sameplay of MM8 struck 
#me as generic. What I 
' mean to say is that 
fF nothing about it made me 
| want to continue playing 
i after about 20 minutes. 
It became a repetitive 
process of jumping and shooting. Now 
I realize this has been the mainstay 
of the Megaman series but, after eight 
of ‘em, it’s time to introduce some- 
thing a little more revolutionary in 
the gameplay department. I just did- 


n't have the urge to continue. Of 
course, I did... just for you! Some 
of the enemies I encountered along 
my journey were rather inventive 
and somewhat amusing, and I did 
enjoy blowing them up with my 
trusty cannon. Although this edition 
of Megaman has some new game- 
play features, such as riding on a 
sled, shooting levels, maneuvering 
yourself in a floating bubble and 
swinging, a la Bionic 
Commando, I think I am 
just spoiled now by all the 
new games with more 
options during gameplay. 
You see ... Megaman can 
slide, jump, shoot (only for- 
ward) and run. That's 
about it. I think, that if 
Capcom had added a diag- 
onal shot and maybe a 
decent duck, the game 
could score a bit higher as 
you would have more 
things to do. 

The high point of my 
journey into blandness 
was the audio. One of the 
only things keeping me in 
MM8 was the music. It 
was just what the game needed to 
pull it out of the sub-par categories 
of gamedom. Then again, it's old- 
school Megaman music... something 
I have always enjoyed. The sound 
effects were right on the money. 


COMPATIBILITY | 


1 1H Player : | 


ST — = —s es 


So, what does all this mean?: (Editor’s Note: We have | 
no idea.) Well, Capcom really missed the boat with 
this one. MM8 is very out dated, and you know... it 
hasn't even come out yet! Really now... The graph- 
ics are very old and plain and gameplay just feels 
like a chore. | whole-heartedly DON'T recommend 
this game... unless, of course, you are a die-hard 


Megaman fan and MUST have a complete collection. E 
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Nothing great, but definitely fitting 
the game perfectly. 

So, what does all this mean?: 
(Editor’s Note: We have no idea.) 
Well, Capcom really missed the boat 
with this one. MM§8 is very out dated, 
and you know... it hasn't even come 
out yet! Really now... The graphics 


are very old and plain and gameplay 
just feels like a chore. I whole-heart- 
edly DON'T recommend this game... 
unless, of course, you are a die-hard 
Megaman fan and MUST hawve a com- 
plete collection. 
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The Test Drive series from Accolade 
has long been a staple in the video 
game business and home of some of 
the best driving games around. The lat- 
est incarnation is Test Drive: Off-Road. 
Off-road racing games are all the rage 
this year on the PlayStation. ASC, Sony, 
Psygnosis and Accolade have games, 
either available now, or coming soon. 
Obviously, there is a reason for this. 
Everyone who has a PlayStation knows 
that there is no shortage of racing/dri- 
ving games available for the platform, 
and there really isn’t a bad one in the 
bunch. Just about every type of rac- 
ing has been explored. The last area 
to be conquered seems to be the off 
road arena. If you think about it, it’s 
probably the most challenging type of 
racing to program. The vehicle and 
geography physics are unlike any other 
type of racing, and the ,..... 
skills required to compete |f - 

competently are entirely | _«f< 
different than every other | 
form of racing. So, with- #” 
out any further delay, it’s | 
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Chevrolet K-1500. Once you’ve settled 
into your vehicle of choice, you will 
have four different ways to race, includ- 
ing mixed and class leagues. There are 
le tracks and nine different camera 
views to entertain you while you 
attempt to master four distinct ter- 
rains. Oh, and one last thing, the rac- 
wn ing environment is of the 

‘go anywhere type; no rails 
| on this one. I’ll get back to 
i this a little later in the 
} review. Additionally, you 
| have a local (SF Bay Area) 


time for a test drive. (Get | PLAYER . | was sports talk radio announc- 


it, test drive? I slay me!!!) | 
Let’s start with the j= 
particulars, shall we? Like ~ 
any good racing game out there, the 
gamer will have a choice of vehicles. 
In the case of TD:OR, your choices 
include the Hummer, Land Rover: 
Defender 90, Jeep Wrangler and the 
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7er as your commentary 
| host. And for the final touch 

of quality, the folks at 
Accolade have included link and multi 
player modes. It should be quite obvi- 
ous that Accolade has left nothing out 
in the development, including a pret- 
ty amazing soundtrack by Gravity Kills. 


Well, it’s pretty obvious that the 
frosting is top notch; now it’s time to 
look at the cake. The most important 
aspect of any driving game is the play- 
er control, and in an off road game it’s 
even more critical. In this area TD:OR 
gets mixed reviews. Even 
considering the nature of the | —- 
different terrains, the han- § 
dling of the cars is a little 
slippery. This can be quite 
frustrating at times since, if § 
you miss a check point, you 
have to back track to that 7 
point or else the lap does- | 
n’t count. However, a simple 
touch of the R& button will 
get you back to the last 
checkpoint you crossed, so 
you can avoid any long treks 
off-course. The positive side 
of the control issue, is the 
ability to use the terrain to 
your benefit. For example, 
there isn’t just one route to ~ 
the finish line, as some sections break 
up into two or three different trails. 
You can use this strategy to avoid your 
competitors, or to avoid a nasty turn. 
This is one of my favorite features and 
one that truly enhances the long term 
playability. 

The look of the game is very crisp 
and bright and on par with the cur- 
rent crop of second generation 
PlayStation titles. My one complaint 
is that the backgrounds are fairly 
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sparse. It looks like they used the same 
objects repeated over and over through- 
out the course, sort of like the 


Flintstone’s episodes where Fred is dri- 
ving through Bedrock and you see the 
same houses again and again. When 
it comes to the emphasis of the game, 
it’s definitely on the racing side; the 
off-road part is almost secondary. The 
bottom line is that, if you like racing 
games, you'll like TD:OR. There is 
unlimited replayability and the off road 
nature of the game makes it much 
more challenging than your average 
racer. 


Alex 
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see the same houses again and again. When it comes to 
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}_ unlimited replayability and the off road nature of the game 
makes it much more challenging than your average racer. 
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You saw the movie. You pointed and said 
“Coooool!” at all those amazing special effects. 
You laughed when Will Smith kicked that 
unconscious alien in the nads as he dragged 
it through the desert, even though the crotch 
kick is the second-oldest cliche in action flicks, 
right behind the car chase where a fruit cart 
goes flying. You wondered how the hell Jeff 
Goldblum was able to hack into the alien moth- 
ership using only a Macintosh PowerBook. 
(Lucky for him they weren’t running the ship 
under Windows 95, huh?) 

So now you’re ready to play the game. 
Two slight problems, though. First, unlike Star 
Wars, the movie doesn’t translate all that well 
to videogame form, since the alien ships were 
pretty much invincible until the end of the 
flick. Second, the game was developed by 
Radical Entertainment, the group that churned 
out Virgin’s underwhelming Grid Runner, 
instead of Probe Entertainment, the geniuses 
behind Fox’s earlier Alien _. 
Trilogy and Die Hard Trilogy. | 
The result: an airplane-based | 


shooter that doesn’t look as JF——"== 


good or play as well as it | 
should. 
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you as an ace pilot recruited to 
fight off the alien menace by | 
piloting a variety of high-per- © 
formance aircraft from around the world; the 
farther you get into the game, the larger your 
selection of aircraft. During each of the game’s 
nearly dozen missions, which are scattered 


across the globe, you fly with Will Smith (or 
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rather, a Will Smith sound-alike) as your wing- 
man. Unfortunately, you can’t command your 
wingman to do anything; he just poots around 
behind you, chatters constantly on the radio, 
and occasionally shoots down a bad guy. (The 
game takes place after the events of the movie, 
so the enemy’s force fields are deactivated.) 
eaprones the plane is way simple — the 
~ D-pad makes you climb, dive, and 
i turn; the action buttons make you 
shoot guns, missiles, special 
“W weapons, and toggle a map of the 
_« | current level on and off; the top 
~ buttons make you accelerate and 
| decelerate. During flight, you can 
| switch between a multitude of 
# viewpoints — behind the plane, 
in the cockpit, or even from the 
enemy’s POV. (The only USEFUL views are the 
chase-plane and cockpit views, though.) 
Each mission has a different goal, almost 
invariably involving the destruction of a healthy 
number of air or ground targets within a time 
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limit. It’s not hard finding those targets for 
two reasons. First, each mission is “locked” 
underneath the big alien ship; if you try to 
fly out from under it, you slam into a force 
field. Second, the radar has a big white arrow 
which shows exactly in which direction to fly. 
Radical has come up with an 
unusual way of giving power-ups 
to the player; instead of land- 
ing at an airport, you fly through 
circular power-ups hovering in 
the air. Not exactly realistic, but 
then, neither is plowing your 
plane into a building at full speed 
and surviving — which you can 
do in this game. By scouring the 
landscape for the hovering good- 
ies, you can find extra missiles, 
plane repairs, cool special 
weapons, and even new planes. 
So what’s fun in ID4? Quite 
a bit. It’s fun flying through the 
detailed cityscapes and seeing the 
major landmarks in each 
(although, sadly, you can’t blow 
them up); the planes are nicely varied; and 
the multiplayer mode is fun because, hey, 
every multiplayer game ever MADE is fun. 
And what’s NOT fun in ID4? Also quite a 
bit. The alien ships are way too fast; it’s impos- 
sible to keep them in front of you for more 
than a nanosecond before they get behind you 
and start shooting. Dogfighting therefore 
becomes a frustrating game of turn-and-burn 
in which you’re always turning and rarely 
burning. The control is sluggish; trying to 
maneuver close to the ground, and grab power- 
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ups while avoiding buildings, is frustrating. 
Instead of a gradual increase in difficulty, the 
game level stays easy for the first half and 


becomes dramatically harder near the end. 
My biggest complaint, although it’s not a spe- 
cific flaw, is that there’s just no spark here — 
it feels more like a product than a game. 

Independence Day isn’t terrible, but it def- 
initely has limited and flawed gameplay. If 
you want a flight-sim shooter, Namco’s aging 
Air Combat is still a lot of fun for one OR two 
players; I’d recommend Independence Day 
only as a rental. Maybe even while you’re 
renting the flick for that maximum ID4 expe- 
rience. 


Zach 
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Independence Day isn’t terrible, but it definitely has 
limited and flawed gameplay. If you want a flight- 


sim shooter, Namco’s aging Air Combat is still a lot | 


of fun for one OR two players; I’d recommend 
Independence Day only as a rental. Maybe even 


while you’re renting the flick for that maximum ID4 


Giant robots. Ya gotta love ‘em. I 
know I do. Which probably explains 
why MechWarrior & was (and is) one 
of the most popular action games for 
the PC — more than a year after its 
release. But what works on the PC 
doesn’t necessarily work on video 
game systems, which is why the 
PlayStation version of MechWarrior 
2 has been reprogrammed from the 
bottom up for twitchy short-attention- 
span types. AS someone who happi- 
ly played the PC version a whole 
bunch, I had the typical “we fear 
change!” reaction to the arcade-ish 
redesign, but it only took a few hours 
for me to warm up to it. It’s not that 
they’ve redesigned the gameplay; 
they’ve just streamlined 
the controls and taken out [ 
the boring aspects of the |," 
PC version Ci.e., all the | Jat 
walking around). |) ops 
MechWarrior 2 has 4 

three play options (well, |i 
technically, four) from |f 
which to choose. There’s | 
an Instant Action mode ™— 

where you can hop directly into a bat- 
tle in the ‘Mech and on the planet of 
your choice. Training lets you learn 
the controls and functions of the 
‘Mechs over a series of six missions 
(ranging from “Objectives” to “Mech 
Handling” to the ever-popular 
“Weapons Usage”) while getting fre- 
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gives you such endearing nicknames 
as “scrub” and “wetnose.” The core of 
the game is the Campaign Mode, with 
a whopping 48 missions divided 
_. between Clan Wolf or Clan 
~ |} Jade Falcon. (Hach has 24 
i missions divided into 
| groups of 16, 4, and 4.) 
| The cockpit in Mech- 
|} Warrior 2 — sadly, there’s 
ino external view — is 
isparse and functional; 
i there’s a radar in the 
" upper-left, weapon readout 
in the upper-right, temperature gauge 
on the bottom (to make sure you don’t 
overheat your weapons by firing too 
fast), target damage in the lower-left, 
and damage readout in the lower-right. 
You can zoom in and out to look at 
targets on the horizon, and tilt up and 
down to check out any ‘Mechs zoom- 
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ing overhead. (Some ‘Mechs are 
equipped with a limited number of 
jumpjets that let you deliver death 
from above.) 

MechWarrior 2&2 is certainly an 
action-packed affair; enemy ‘Mechs 
are placed in abundance throughout 
the missions, and the Instant Action 
mode is non-stop shooting. It’s also 
surprisingly challenging; even on the 
middle of three difficulty levels, I was 
getting annihilated in min- 
utes. There’s a lot of strat- 
egy along with the 
shooting; fighting smart by 
using stick-and-move tac- 
tics is the only way to sur- 
vive, especially in the 
harder campaign missions. 

MechWarrior 2 has 
eight selectable control con- 
figurations, so everyone’s 
guaranteed to find one they 
like. The game plays 
superbly with an analog 
controller if ya got one 
layin’ around; Sony’s dou- 
ble stick, in particular, 
makes the game quite a bit 
more enjoyable (and some- 
what easier, since you can effortless- 
ly move in one direction and fire in 
another). 

Where MechWarrior 2 suffers com- 
pared to the PC is in the graphics; the 
FMV and menu screens are gorgeous, 
but the in-game visuals are merely 
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good, and the frame rate is noticeably - 
slow. The explosions are also a little 
underwhelming; the robots kind of 
fall into a pile of scrap instead of 
bursting in a ball of flame. The sound 
effects are solid, and the music is 
exceedingly wah-wah-laden guitar 
rock. 


MechWarrior 2 is an excellent 
game; the gameplay is solid and addic- 
tive, and even after you finish the 
campaigns Cwhich will take you muy 
mucho time), the Instant Action mode 
lets you crash and burn. Definitely 
worth the dough. 


Zach 


is solid and addictive, and even after you finish 


time), the Instant Action mode lets you crash and 


burn. Definitely worth the dough. 


hhbhhbh... Flattery. 
| Nope, | don't think 
that worked on me. 
1 No... not one byte. 
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Psysnosis, the software publisher 
best known for their fantastic racing 
tiles (Formula 1, Destruction Derby 28, 
Wipeout XL) are diving into the gaming 
fields of RPG, simulation, adventure, 
and puzzle solving all with the release 
of one title; Sentient. This HUGE game 
consists of all the aforementioned attrib- 
utes, tied together in a real time 5-D 
environment where every action you 
take has a direct impact and influence 
on the different characters in the game. 
The Sentient is a ship stationed at 
a mining camp on the planet Icarus 
which is orbiting the Sun (Our Sun? 
Their Sun? No son of mine?). You play 
the role of a medical officer sent in to 
check on “an outbreak of radiation sick- 
ness”. My initial thought was that the 
mining station could be too close to the 
Sun, and that might be the cause of the 
sickness, but hey, that, 
would make it one quick & 
play, eh? Anyway, Sentient | 
consists of many different ar — 
stories evolving through- |=) VA 
out the course of the PXs\ 
“same”, with even more }-~. 
subplots than an episode JK *4."e 
of X-files. I put “game” FR. fe ge: 
in quotations due to the 
fact that Sentient plays a lot like read- 


ing a novel, with a bit of interaction 


thrown in for grins. Now granted, it’s 


up to you to choose the sentence your 
character will say to each of the sixty 
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plus crew members. You can ask ‘who, 
what, where, how, take me, show me” 
and even butter up a colleague with a 
compliment, or insult the rube that is 
not helping you get what you need. And, 
depending on who you are speaking 
with, be it security, medical, or engi- 
neering, some factions will be more 
inclined to help you than will 
| others. This depends on who 
! you helped earlier in the 
| game, as some groups won’t 
f assist you because you 
| helped another — yes a lit- 
| tle office politics at work on 
the ol’ Sentient! 
| Hach crew member has 
their own personality, and 
therefore are not subject to the same 
type of questioning. Some you will need 
to order about, and some will require 
your best PR skills in obtaining the help 
and information you will need to fur- 


facial expression (no kidding), 


ther the quest. After milling about and 
talking to many characters, I tended to 
want to stop asking questions, because 
most of the crew couldn’t help. Like 
most RPG’s, that’s the case — talk to 
ten characters, and one will give you 
what you need. Unfortunately, with all 
the choices you have to select from when 
forming a sentence, this process can 
become tedious in a very short period 
of time. Do I ask politely, or do I say 
“gimme”? Do I change my 


or do I just say “thanks, any- 
way” and go on my merry 
way? Lots to choose from, no 
doubt about it! 

On a positive spin, when 
you find yourself wandering 
aimlessly for a stretch of 
time, one of the characters 
will generally come up and 
either remind you of what 
you should be doing, or they 
may ask you do something 
altogether different. For 
instance, you may find your- 
self in the middle of com- 
pleting one task, when 
someone asks you to go do 
something else, and you’ve got to make 
a decision. Whichever task you decide 
to take on will have an effect on the out- 
come of all other matters. Remember, 
Sentient is by no means linear. Although 
there are six major plots, the game can 
be played differently every time, depen- 
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dent on you making different choices in 
each game. To me, this is the strongest 
selling point of Sentient. It’s like one of 
those “you choose the ending” books 
you read when you were ten. Of course, 
you could whip right through one of 
those books, where, in contrast, Sentient 
will have you staring at the screen for 
weeks. If you don’t have the time to 
invest, better not get started. Of course, 
this assumes you like this type of game, 
the combination RPG, real time simu- 
lation type. 

Psygnosis has an interesting idea 
with Sentient, but for my tastes, it moves 
way too slow. In addition to the sluggish 
interface of sentence creation, there 
is the painfully clumsy frame rate as 
you traverse the ship’s hallways. Speed — 
this section up a bit, and then we can 
start tweaking with the sentence prob- 
lems. The story line and the interaction 
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and complexity of the sixty different 
characters are the strong points in 
Sentient, but the Sunday afternoon 
gameplay brings it down to bronze. If 
you like this type of strategy/simula- 
tion, give Sentient a rent and test it out 
for yourself. 


Eric 
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Now that Konami has entered the 
ridiculously overcrowded PlayStation 
light-gun market with its Justifier, 
they needed to release a game that, 
uh, justified it. Hence, the debut of 
Crypt Killer, a conversion of Konami’s 
own coin-op shooter from 1995. COne 
friend of mine theorizes that all 
PlayStation light guns are manufac- 
tured in the same Taiwanese plant, 
and that each company just chooses 
which color it wants — in which case, 
everyone else has dibs on the cool 
colors, ‘cause the Justifier is a love- 
ly shade of lime green.) 

Crypt Killer features six fairly 
lengthy levels of rootin’-tootin’- 
shootin’ action for one or two play- 
ers, each of whom can use a light 
gun (any brand will do — remember, 
they’re all the same anyway) or a 
control pad to blast the sss 
bad guys. Each level is J 
graphically varied and } . 
filled with an abundance § 
of near-dead, undead, | 
and well-fed creatures 
which you blow to bits 
with your infinite-ammo 
pistol and your limited 
supply of bombs. The 
game automatically (and sometimes 
dizzyingly) maneuvers you through 
the levels, so you can concentrate 
fully on the bouncing beasties. Finish 
a level alive and you’re given one of 


PRESS LAr | 
GS Ug Tg be Bg 


PUBLISHED BY KONAMI - — . DEVELOPED BY KCET 


hy RIGHTS RESERYED. 
; CeveloPaent bY KCET. 


the six “Eyes of Guidance.” Collect 
all six and you get — here’s a shock- 
er — a, groovy ending sequence. (Once 
of these days, I’d like to beat a game 
and be rewarded with something 
unusual — a peanut-butter cookie 
recipe, perhaps.) 

There are treasure chests placed 
at certain spots in each 
level; blast them open and 
Pyou can earn weapon 
power-ups — shotgun 
ft dolasts, automatic fire, 
Va grenades — which get used. 

f up much too soon. (Other 
tshooters let you keep 

power-ups; why not light- 

gun games, dang it?) There 
are also one or two points in each 
level where you can “choose your 
path” by shooting open one of two 
doors. 

Crypt Killer is more configurable 
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than any light-gun game I’ve ever 
played; there are tons of difficulty 
levels, and you can tweak the num- 
ber of lives, continues, and bombs. 
(I suggest that wussies and people 
renting the game instantly crank all 
the digits to 9.) In a very kind ges- 
ture, you can even activate auto- 
reloading. (With the auto-reload off, 
you have to press a button on the 
back of your particular brand 0’ light 
fun each time you empty 
all six chambers. ) 

So... shooting stuff 
with a gun is always enjoy- 
able — just ask your 
friendly neighborhood 
postal worker (my last 
psycho mailman joke ever, 
[ swear) — but it also 
needs to be visually 
appealing, and Crypt Killer 
doesn’t quite deliver the 
eye candy. The rough poly- 
gon-rendered backgrounds 
pale in comparison to the 
super-cool environments 
of the comparable Virtua. 
Cop (or Virtua, Cop 2), and 
the enemies — some of 
‘em polygon-rendered, 
some of ‘em hand-drawn — are more 
pixelated than frightening. (The larg 
er enemies certainly do blow up into 
meaty chunks, however.) By far the 
game’s most unusual visual image, 
though, is a. bald, disembodied head 
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with a wandering eye and a quiv- 
ering lower lip that appears as you 
progress through the game, dis 
pensing advice and giving you words 
of encouragement. 

Crypt Killer is, like just about 
every light-gun game in history, fun 
for a few days and destined to gath 


er dust after you’ve played through 
it. If l was gonna buy me a light-gun 
shooter, 'd grab Project: Horned Owl 
before this — it’s not quite as long, 
but its anime graphics are consid 
erably purtier. 


Zan 


Crypt Killer is, like just about every light-gun game 


for2 in history, fun for a few days and destined to gath- 


1 Players 


Mouse 
Compatible | | 


er dust after you’ve played through it. If | was gonna 


buy me a light-gun shooter, I’d grab Project: Horned 


Owl before this — it’s not quite as long, but its anime 


graphics are considerably purtier. 


ee: 
sie 


When it comes to choosing a viewing 
experience at the local 237-screen cineplex, 
I don’t exactly have a sophisticated taste 
for foreign films--I’m more likely to see a 
movie starring Jackie Chan than Gerard 
Depardieu. (Such as “Drunken Master IT,” 
which I officially declare the “Citizen Kane” 
of martial-arts movies. Find it, watch it, love 
it.) My white-trash approach to filmgoing 
is probably why I never caught The City 
of Lost Children, a 1995 French film with 
a storyline more bizarre than the fact that 
people voluntarily engage in country-line 
dancing. 

To sum up the movie’s multiple story- 
lines as best I can Ci rented it like any good 
reviewer would): There’s a circus strong- 
man named One who’s searching for his kid- 
napped little brother. There’s a mad scientist 
named Krank who steals dreams from kids 
because he can’t dream himself, which caus- 
es him to age faster than the 
average mad scientist. There’s 
a cult called the Cyclops, all 
the members of which have 
forsaken plain ol’ eyesight and 
hooked video cameras straight 
into their brains. And there’s 
a gang of thieving orphans 
forced into their life of crime 
by The Octopus, the female 
Siamese twins who run the orphanage. Quite 
the freaky melange of characters, non? 
The game puts you in the role of Miette, 


a 9-year-old girl in charge of the orphan 
- thieves. (Dunno about you, but I think the 
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strongman One would’ve been a better 
choice; I know extremely few PlayStation 
owners who’ve been crying out for a game 
which casts them as a pre-pubescent female. 
The female protagonists--dang, my vocab- 
ulary is running out of control--in Resident 
Evil and Tomb Raider worked because they 
were strong, beautiful women players could 
secretly lust after; the only man 
whose loins would quiver over 
| & short, sullen Miette is Jerry Lee 
| fi Lewis.) You spend the first half 
| # of the game pulling off two rob- 
| ff beries for The Octopus, and the 

i second half of the game figur- 
ing out how to escape from the 
city while taking your orphan 
pals with ya. 

The interface isn’t point-and-click, which 
is unusual for an adventure game. Instead, 
you walk around with the D-pad and per- 
form various adventure-type actions (take 
an item, use an item, talk to someone, do 


the hokey-pokey) by pressing the appro- 
priate action button. Miette normally walks 
at the speed of the line at the DMV, but you 
can make her move double-time by holding 
down the R& button. (Why the program- 
mers didn’t just make her walk faster to 
begin with, I dunno.) 

The interface might sound intuitive, but 
it’s actually very frustrating. It’s surpris- 
ingly hard to get Miette in position to solve 
one of the game’s few puzzles (more on that 
later); it usually takes four or 
five tries (and four or five whiny 
British-accented protests from 
Miette that “I can’t do that”) to 
get it right. 

Another major flaw occurs 
with the most basic process in 
all of adventure gaming: finding 
and taking items. The goodies in 
this game are almost (and on 
rare occasions, completely) 
impossible to see; you have to 
bumble around each screen and 
hope you get close enough to an 
item for the item window to pop 
up. The act of searching is thus 
reduced to lots of boring and 
fruitless exploration. We havin’ 
fun yet, Earl? 

The biggest boo-boo of all is that, when 
you cut out all the hours of walking around, 
there’s precious little gameplay. When I fin- 
ished the game, I thought that maybe I’d 
just wrapped up the first 20% or so. Nope, 
I did it all in a day. Anyone with decent 
adventuring skills can do it, too. 
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Psygnosis couldn’t even get the visuals 
right; instead of capturing the visual magic 
of the film, the graphics consist of dark 
background screens with almost zero ani- 
mation, and grainy FMV sequences with 
poor voice-overs. Bleh. The music and sound 
effects are good, but it don’t much matter. 

I can understand why Psygnosis want- 


ed to make an adventure game out of the 
movie: it’s more original than 95% of the 
video games on the market. But even story- 
driven adventure games need gameplay 
to back up their plotlines, and that’s where 
The City of Lost Children blows it. Rent the 
movie, pass on the game. 
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Don’t look now, but Namco is back at 
it again with their fourth release in a series 
of five classic arcade game compilation 
disks. Whew — that was a mouthful. In 
this ever increasing period of “retro-ness,” 
the publication of software titles from the 
video game stone age enlarges on a month- 
ly basis. The trend started a couple of years 
ago with the release of Activision’s Action 
Pack 1 for the PC (old Atari 2600 titles) 
and has shown no signs of slowing down. 
Depending on your take, this can be either 
a good thing or a not so good thing. Since 
my “formative” years were during this 


‘microchip revolution, I tend. to look at the 


whole nostalgic thing with a positive slant. 
Most of the games I can remember play- 
ing at Chuck E. Cheese (before the chain 
was reborn as a “wholesome” family enter- 
tainment center) or the only true arcade 
center in town, The Game Station. My 
friends and I spent way too 
many hours and way too 
many quarters in these estab- 
lishments but, hey, that’s 
what hindsight is all about. 

The previous volumes 
from Nameo included such 
classics as Dig Dug, Ms. Pac- 
man, Pole Position, Xevious, 
Galaga and Galaxian, as well 
as many other titles of which you may 


or may not have heard. Well, the latest 


offering doesn’t have the heavy hitter line 


up that Vols. 1 and 3 did, but it offers a, 


couple of solid titles in Assault and Pac 
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previously found on the PC Engine, in 
Ordyne and Genpei. And as a throw in 
(there’s always one or two of these in each 
volume), there’s atwo player Gauntlet 
style game called Return of Ishtar. Although 
I hate to even mention the games in the 
same sentence, because Ishtar is so Jame 
and so very tedious, but they: 
do share a common theme. 
+ Fans of Assault will want to 
| get a copy of Volume 4 just for 
| this title alone, as will the fans 
| of Pac-Land. Both games play 
' well on the PlayStation con 
troller, and Assault does a good 
job of using both the D-pad and 
tbe four buttons instead of the 
two controllers that the arcade utilized. 
While playing the game with the Dual 
Analog Joystick from Sony, we had a, fan 
tastic time here at DP, blasting the crud out 
of everything on the screen. The handling 
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was just like the arcade — what a game! 
But even with the standard controller, once 
mastered, the gameplay will be quite suit- 
able for long term gaming. As for Pac-Land, 
what can you say? For the millions of you 
out there that enjoyed this title, and I was- 
n’t one of them, then there’s 
nothing that should keep you 
from getting this game. 
However, I must admit, given 
the chance to play Pac-Land 
for free, I can see the appeal 
in this “action” side scroller. 
It’s certainly playable and not 
too taxing on the ol’ noggin. 

Ordyne is a nifty little “B” 
shooter, and certainly repre- 
sents the types of shooters that 
were prevalent during this time 
period. There are bright colors 
everywhere, parallax scrolling, 
and huge sprites that cause the 
occasional slowdown. There are 
power-up shops where you can 
purchase various weapons and 
extra lives, and flickery end of level boss- 
es that bring back that 8 and 16 bit feel- 
ing (just in case you’ve missed it). Genpei 
is a strange side scrolling shooter of seri- 
ous Japanese origin, where the action 
changes viewpoints from level to level. 
There’s standard sized side scroll; super 
enlarged side scroll; and an over the top 
Gauntlet (there’s that name again) style 
view. 

As seen in previous Volumes, Namco 
offers up the Museum, where the gamer 
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can walk in a real time, 560 degree, muse- 
um and view artwork from game panels 
and misc. information; all worth check- 


ing out (once) when you’ve got a, little down 
time in between games. 

Namco’s Museum Volume 4, much like 
#2, offers up a couple of solid titles and 
a, few “B sides”. If you ever wanted Assault, 
now’s your chance to get it without hawv- 
ing to spring a couple of hundred bucks 
for the big boy. And for you Pac-Land lovers, 
this is as good as it gets. For me, I'll enjoy 
this until somebody brings me Venture, 
Jungle King, Arabian, Tutankahm, Moon 
Patrol and Kangaroo. 
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KONAMI+- AVAILABLE NOW « JAPAN 


Lookout PlayStation owners, believe it 
or not, there’s yet another racing title 
on its way to your system, this time 
courtesy of Konami. Straight from a 
somewhat disappointing jaunt in the 
arcades, comes Speed King, a futuristic 
racing title that will, no doubt, be com- 
pared to Psygnosis’ ever-popular WipeOut 
series. In Speed King, racers take to the 
elevated streets of Neo Kobe Japan, in 
the year 2045 A.D., piloting super-sleek 
hovercrafts in an attempt to finish first 
— thus gaining the ultimate title of 
“Speed King”. One of the main differ- 
ences that will set this title apart from 
others in its genre is the use of “air 
flaps” that allow your craft to bank left 
or right when entering into tight curves. 
If you’ve experienced the arcade ver- 
sion, be prepared to be disappointed, as 
the graphics are not in the same league. 
There is plenty of that annoying poly- 
gon “pop-up” and what’s even more 
unforgivable is the that the frame-rate 
is extremely slow — I thought the oper- 
ative word in the title was “Speed.” Speed. 
King offers a Time Trial and a Ghost 
Mode, (which weren’t available in the 
arcade version) giving it a bit more of 
a Shelf-life and will, most understand- 
ably, never show up on our shores. 
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Web Surfing as easy as Channel Surfing! 


Introducing the most comprehensive World Wide Web Whether you’re looking for console titles, PC or MAC, 


search site devoted to the electronic gaming industry - VGOL has it all. Find links to every major hardware 
www.vgol.com. It’s already being called “The Most and software manufacturer, publisher, distributor, 
Popular Yellow Pages of the Interactive Gaming agency and retailer on the Web. Find sites where you 
Industry.” If you’ve ever wished that there was a can play against people across the net in real time. 


Yahoo™ search engine for games, your wish has come Don’t wander around aimlessly. Tune in! 
true. 


A New Homepage Contest Every Month. . . 


CHECK IT OUT! 
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MERIT STUDIOS « MARCH « EUROPE 


Kngland-based Merit Studios has a 
sweet-looking racing game up their 
sleeves tentatively titled,Total Dfivin’. 
Now we know what you’re thinking, “I 
don’t need another. driving game for 
my PlayStation.” Which certainly is true, 
there are a lot of them out there. But, 
Total Drivin’ looks like it could be up 
there with the cream of the crop. In this 
game, expect to have a multitude ef 
realistic vehicles at your disposal, from 
Rally cars and other off-road vehicles 
to Porsches and Lamborghinis. The vari- 
ety of tracks range from the likes of 
the Russian streets of Moscow, to the 
sands of Egypt, and the mountain tops 
of the Swiss Alps. One of the finer points 
of the game is the combination of real- 
ism and fantasy. Expect such features 
as lava-spewing volcanoes, collapsing 
bridges, and huge ravines — combined 
with realistic weather conditions, like 
snow, rain, fog, nighttime environments 
and even sandstorms. Total Drivin’ also 
sports a “go-anywhere”, super-smooth 
OD engine that is high on the details 
and low on the pop-up. The game is cur- 
rently in production for the European 
market, but is also slated for an 
American release this year. We’ll keep 
you posted! 
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. The PS £dreme Historical Ranking Chart 


EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for - 


those older games that you might have missed (or wish you had). 


: CAOSS ISS03 VSUEONG Epidemic 86% 
Tomb Raider December 1996 99% Super Puzzle Fighter II Turbo 86% 
NFL Gameday ‘97 99% Persona 86% 
NCAA GameBreaker 98% 3D Baseball 85% 
Soul Blade g8% Jet Mot 35% 
NHL Face Off ’97 98% Time Commando 85% 
GOLD GAMES : ASSUE RATING Gece 85% 
Twisted Metal 2 97% Cool Boarders 85% 
Carnage Heart 97% Project X 85% 
Roboton X 96% Tempest X 35% 
FIFA 97 35% Virtual Poo a5 
Motor Toon Grand Prix 95% The Atari Collection 1 85% 
Formula 1 95% Command & Conquer 85% 
Ten Pin Alley 95% Nanotek Warrior 85% 
Namco Museum Vol. 3 94% Spot Goes to Hollywood 84% 
Star Gladiator 93% Rebel Assault 84% 
Disipte ga%‘FerLoaded 53% 
Bubsy 3D 93% Peak Performance 83% 
Pandemonium 93% Legacy of Kain 82% 
In the Zone 2 93% Namco Museum Volume 2 82% 
Powerslave 93% Soviet Strike 82% 
Tecmo’s Deception 92% 2X Treme 82% 
Machine Head 92% Mortal Kombat Trilogy 82% 
Destruction Derby 2 92% Blast Chamber 81% 
Tunnel B1 92% Dare Devil Derby 3D 81% 
Crusader: No Remorse 92% NASCAR Racing 80% 
Street Fighter Alpha 2 91% Tigershark 80% 
Power Move Pro Wrestling 91% BRONZE GAMES ASSUE RATING 
Contra: Legacy of War 90% Perfect Weapon 79% 
Black Daw S0%  Opentes 79% 
King’s Field II January 1997 90% Impact Racing 78% 
NBA Jam Extreme December 1996 89% NBA Live ’97 74% 
Pitball 89% NFL Quarterback Club 97 72% 
MLB Pennant Race 89% Tecmo Super Bowl 72% 
NHL 97 89% Grid Runner October 1996 71% 
Andretti Racing 89% TIN GAMES | i eaaeSSUE —=——i(ité‘«éRC ELEN I 
Suikoden 88% Samurai Shodown Ill__ 69% 
Burning Road 88% King of Fighters ‘95 69% 
Wipeout XL 88% Tetris Plus 68% 
Bark fees Starwinder 55% 
Final Doom Street Racd a5 
Tabal No. ae ay 
Hard Core 4x4 Incredible Hulk 60% 
Psychic Force Dragonheart 30% 
Spider Batman Forever 15% 
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c—> The ultimate gaming 
_. experience. 
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“Must buy” games; each 


carries our editor’s seal of 
approval. 
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~ | that style of game. 


arch 1997 


70-"79% 
Mediocre titles that 


suffer from some serious 
flaws. Rent — don’t buy. 


Good games, but lacking 


in some area; for fans of at 


Tin games are to be avoided 


all costs. Only die-hard 


gamers would buy these. 
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If you would like to be included on our mailing list and receive insider information on upcoming 
. Tarmehpractueta, dilout (hie foranend send it to the address listed on the lower left. 
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